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The future of electronic entertainment 


jeaotiations for the Halo 2 exclusive began early. In fact, 

ithey started the day Edge's first Xbox debug arrived with 
Halo already installed on its HD, some two weeks before the 
machine's US launch last November. It didn't take us long to 
work out that Halo was special and, given the developer, why i 
the sequel would make perfect cover material. 

Exclusives are an inextricable part of the videogame 
magazine circus. The invasion of gaming publications during 
the latter years of the "905 saw the level of competition attain 
absurd levels - a book about the extremes PR and editorial 
members went to in order to secure select coverage could 





easily be written (cocaine in exchange for front covers, 
holidays abroad, prostitutes... Edge forgets much of what it 
has heard over the years). 

This relentless hunt for exclusives, as you'll no doubt be 
aware, invariably creates its own set of problems. In the 
frenzied chase for higher magazine circulations, too often the 
duty to the reader is ignored, their trust abused as the 
editorial team oversteps the mark and tricks the public into 
picking up its tome. 

Admittedly this is mainly the domain of the exclusive 
review and the very reason Edge has actively removed itself 
from that unscrupulous process. Which is why you didn't get 
to read the TOCA Race Driver review last month. And 
similarly, why you won't see the TimeSplitters2 review until 
E116 (to name the two most recent examples). 

By their very nature previews don't present this set of 
problems. Naturally, there are commercial implications - 
Edge wouldn't insult your intelligence by pretending that a 
key sequel on the cover does little to enhance copy sales - 
but this team is driven by a passion for videogaming it 
genuinely believes it shares with its readers. And that's 
precisely why we'll continue to fight over the games we think 


you want to read about. Á 42 
Enjoy the issue. de 
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More delightful abstract ideogarming from the 
minds behind the abstract delight, Vib Aihbon 
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More of the same? Oh no. Expect much 
more from Master Chief's next adventure 


Ever imagined you'd suffer a collapsed lung 


from popping down to your local arcade? 
















Symphonic videogame music scores. Expensive, 


time consuming, but worth it. Well, sometimes... 
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A selection of Edge's favourite arcade titles, 
taken from the thousands freely available online 
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for the tardy broadband boom, 


prepare 
Edge offers its analysis of what the major online platforms have to offer 





M icrosoft and Sony have finally put their 
| plans for network-connected consoles 
into action, in a bid to redefine the online 
gaming landscape over the course of the 
next five years. With the release of the 
PlayStation2 network adaptor in the US 

and Japan, Sony continues to tarry only in 
Europe, while Microsoft has announced that 
its Xbox Live service, which will be released in 
the US on November 15, wall launch in thes 
country Gary next year. 

Even Nintendo, which continues to treat 
onina сати with some scepticism, has 
announced that its own network adaptor will be 
released before the end of the year m the US 
and Japan. And with the online gaming sector 
looking like an important battleground for 
dominance over the home console market, the 
PC continues to reign supreme as the online 
gaming рівйопт of current choice 

Over the coming pages, Edge examines 
the forthcoming online services offered by each 
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major platform, assessing their chances ol 
dominating a sector that is, by virtue of the 
massie expenses already committed to it, a 
crucial one in shaping the fortunes of the 
videogame market as a whole. Certainly, there 
are several vested interests in ensuring that 
Videogame content provides the spur for 
brmacdnand take up, which will further drive 
sales of networked gaming platforms 
Companies such as Telewest and NTL, fox 
example, which һауе invested considerable 
sums in establishing the infrastructure required 
tor nign-speed network Connections, or indeed 
companies such as Electronic Arts and Square 
which hope to делуе additional revenue 
streams from currently unexploited subscribers 
Blut it's worth remembering that barely а 
tiny minority of British households currently 
subscribe to broadband services (about one 
рег cent), while only a third have access 
through а dial-up connection. Although analysts 
expect these figures to increase to meaningful 
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ames platforms gear up for online gamble 


As the major console manufacturers 


levels by the year 2005, there 
guarantee tha 
а stable source of revenue for Sony, a boost to 


3 тру no 


t online gaming will provide either 


market share for Microsoft, or indeed a strnulus 


for design innovation. For every party with а 
financial interest in the success of connected 
consoles, the next five years will be of massive 


significance. Although it's still very eary in terms 


of network penetration and the development of 
online content, each 
adoptüng widely divergent strategies. The 
coming months and years look set fo be 


of the major players 5 


interesting times for all of us. 
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PlayStation2 
The key advantages enioyed by PlayStation? 
over its competitors are that it s the first 


console to benefit from online services that are 
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Sony's motivation for entering the 
önline space appears to be the creation ої 
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home.” In аспа such goals, these 
advantages are compelling ones 
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Although the шіге of online services in 
lapan has been characterised by significant SCEA president Kaz Hirai holds up the PlayStation2 Network Adapter at ЕЗ back in May, 
! EP. launched (as promised back then) this August. Europe, however, faces the usual wait 


teething troubles, with Anal Fantasy X! suffering 
ттт ai rt server problems and aging 

nie ТӘСІ (ESTERS Чий Severss maj Games Tor th patom, Wie punis ing methods. While the initial investment Dy 
publishers: nave great ped their fortunes tc Dehemoth Electronic Arts continues to be pubishers wil consequently need to De 


critical of Microsoft's approact higher, the benefit of such an approach is 


Indeed while Microsoft is opting for a that Sony takes a smaller cut of any revenue 


“ЕЕХ! now has 1 20,000 Su bscri bers paying а characteristically controlling role over the that's generated. And judging by a raft of 


| | | ІН! fee f Ұ1 280 (9 | а! а Н е С. )| | | n infrastructure of its services, Scr у has ties such as Final Fantasy Xl, EverQuest 
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and years wil be whether eine approach be endorsed by a wide range of publishers 
proves to be more effective in dominating the such compelling content is another feather 
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5 onime subscribers Dy March 2004 In a bid to released in the US at 539.99 (Р26), which online services are the cost and effort of 


generate much-needed revenue to offset combines a 10/100 Ethemet connection with a nstaliing the Network Adapter and a potentially 


25525 incurred Dy fits disastrous Oray Int JORVA analogue modem. supporting БОП confusing lack of uniformity = though Son 
ie-rnalang. After its launch in Мау, Fina narmowband ana broadband access. Users порез to make Ihings more negotabie Dy 
Fani d now has 120,000 subscribers wil even be able to choose any ЕР to gel Means of an introductory disk that contains 
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its next fiscal year. Publishers that generate Sony is also adoptng a laissez-faire its feet with regard to the European launch of 
significant software sales іп Japan, such as approach with publishers, allowing them to any online services, which may hand the 


kos and Capcom have also announced online establish their own Infrastructures and billing advantage to Microsoft 





Electronic Arts' Madden NFL 2003 and Activision's Tony Hawk's Pro Skater 3, just two Star Wars Galaxies and EverQuest Online Adventures: games that would previously 
examples of the support SCE has managed to generate among the strongest publishers only have reached the PC crowd, now leading the expected console online invasion 
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Xbox 
Microsoft's Xbox Live contrasts starkly to the 
services offered by Sony. For a start, while there 
Б, аз yet, no word of any European launch for 
PiayStation2's online services, Xbox Live is 
expected to launch in the UK early next year 
after the current round of beta testing is 
complete. Furthermore, the service requires no 
expensive peripherals, since the starter kit, 
which will retail for the pnce of an Xbox game in 
the US ($50 or £32) and is expected to do so in 
the UK as well, contains everything needed to 
get online: game software, a microphone 
headset and a 12-month subscription 

But the major difference is that Microsoft 
nas opted тог complete control over every 
element of infrastructure. Xbox Live will 
Consegquenty De a closed network, akin to à 
walled garden, As а result of this decision, as 
well as the purpose-built hardware design ol 
Ее console, there are considerable advantages 
for gerners. А single ‘Gamertag’ online identity 
faciitates easy manageme»nt of buddy lists and 
can be loaded onto à memory card to be 
accessed trom a friend's Xbox (rhe only 
downside being that handles such as ‘Satan’. 
and 'Fragmaster' are likely to be snapped up). 

Voice masking is another attractive leature, 
and Microsoft is keen to stress that the Xbox 
will never be blighted by the addition of a 
keyboard and mouse (a somewhat dubious 


advantage іп Edge opinion). And there wil 
also be a variety of easy matchmaking modes - 
including a quick match that chooses 
opponents on the basis of optimal latency. 
Finally, the built-in hard drive will allow a wide 
range of free and purchased downloadable 
content; Sega's NFL 2K3, for example, will 
already have a roster update ready to go as 
soon as Xbox Live launches, 

Despite the obvious strengths of Microsoft's 
approach though, there are potential pitfalls, 
The most apparent is simply that, though the 
service itself is available for a reasonable price, 
since it's restricted to broadband access, which 
remains considerably expensive — particularly in 
the UK = the cost to the consumer could be 
high. I's also worth pointing out that Microsoft's 
dose control over the infrastructure and billing 
methods and the like, may not be to the tastes 
of every publisher. It's certainly not to the tastes 
of Electronic Arts, since although a publisher's 
initial financial outlay is lower, Microsoft 
consequently takes a larger sice of profits over 
the long-term in the form of royalties. 

Тһе disapproval of such a publisher isn't 
exactly desirable. but it's also not clear that 
Microsoft's approach will win the favour of 
acoess providers. The traffic generated by Xbox 
Live 5 restricted to the service itself, so the 
company could struggle to finalise agreements 
with such partners in advance of the launch 








Clockwise from top left: Halo 2, MechAssault, Ghost Recon and NFL Fever 2003. Hardcore 
gamers should enjoy the broadband-only Xbox online experience. Others may follow suit 





^J Allard has described his goal as ‘tens 
of thousands’ of subscribers in 2002 and 
"hundreds of thousands’ by the end of 2003” 


50 while Xbox Live is undoubtedly good 
news for the hardcore gamer, it's not entirely 
Clear whether it will sufficiently drive sales of 
the Xbox to match Microsoft's strategic 
ambaeon. Although Microsoft clearly accepts 
that the road to an online future must be 
travelled as a marathon and not a sprint, the 
company's long-term expectations are bulksh 
J Allard has described his goal as "tens of 
thousands of subscribers in 2002 with this 
growing into "hundreds of thousands" by the 
end of 2003, ten million Xbox Live subscribers 
are projected for the end of 2007. 

If broadband take-up proves slower than 
anticipated, the likelihood of such a figure 
being attained may be scuppered by the arrival 
of the successor to PlayStation? 


The great Communicator unit Edge tried 
out at ЕЗ. It forms part of the identity 
Microsoft wants gamers to build online 
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n "Of al Ihree major console manufacturers, by far 
"the least interested in online gaming is 
Nintendo. Miyamotos argument, that the 
market for online games is currently small, 
which he made earlier this year during his tour 
of the LIK, was recently echoed by Satoru 
Iwata. "The profitable part of the online 
[console gaming] business is very likely several 
years away. Entering the business because it's 
the hot topic of the day makes neither a 


"Entering the [online] business because it's 
the hot topic of the day makes neither a 
profitable business nor satisfied customers" 


profitable business nor satisfied customers. 
That's why it wil be a part of Nintendo's 
strategy, not the mamsiay, as other companies 
are attempting to da. There are stil too many 
bamers for any company to depend on it." 

Тһе interconnectivity between the 
GameGube and Game Boy Advance 
apparently remains more important to Nintendo 
than the yet-to-be-quartified riches offered by 
onime Gaming. Square, Tor example, was keen 
to emphasse the ink-up feature when 
announcing its forincoming GameCube RPG, 
which wal be complemented by two GBA titles, 


Japanese gamers get to buy the GC 
broadband adaptor on October 3 but NCL 
remains silent on detail of online services 





e 0105 EDGE + 








PSO Episode | & ІІ should kick off the GC online plan, but with titles such as Super 
Mario Sunshine, Zelda and F-Zero Nintendo clearly isn't relying on online connectivity 


while firstparty titles such as Animal Forest 
continue to explore the options of this kind of 
networking capability. 

Nevertheless, as wata-san points out, 
online gaming is part of the company's strategy. 
Nintendo of Марал has announced that the 
GameCube broadband adaptor will be released 
іп Japan on October 3, retailing at ¥3,800 
(220). And, like Sony, Nintendo is not restricting 
its service to broadband subscribers, since 
dial-up customers also have the option of 
getting online with a 56k modem. 

Nintendo remains typically tight-lipped 
though about the details of its online services. 
What is known is that although Nintendo, again 
like Sony, is allowing thirdparty publishers to 
create their own infrastructures, GameSpy 
Industries will be supporting Nintendo's online 
service by porting its middleware and back-end 
services developer suites to the GarneCube. 
This will make in-garne player matchmaking 
possible, as well as buddy lists and the 
management of online data storage and 
tournament information, etc. 

In a bid to encourage thirdparty publishers 
to take creative risks, Mintendo has also 
announced that it won't require royalty fees 
from revenue generated by online GameCube 
titles, though there is as yet no announcement 
regarding firstparty titles that might lead the 
way in such creative ingenuity — merely an 


assurance that several of Nintendo's internal 
development groups are researching online 
projects. So it remains up to that stalwart of 
online console gaming, Sega, to lead 
GameCube online charge. Phantasy Star 
Online Episode 1 & Il is currently undergoing 
beta testing in Japan, and judging by Edge's 
own experiences, the signs are positive that 
Ragg will fiounsh оп Nintendo hardware. 

Nintendo's stance is indicative of a 
characteristically conservative business 
strategy. Unlike Sony and Microsoft, the 
company is unwilling to gamble on an audience 
and market that has yet to be measured. But 
will Nintendo's reluctance to take risks at the 
present time result іп a smaller reward than tha 
enjoyed by those who are in the future? With 
the strength of the company’s firstparty titles, 
and cost-efficient business model, perhaps it's 
less imperative for Nintendo to worry about the 
answer to such a question. 


РС 
Of course, there's no proof in any case that the 
willing to migrate from their current chosen 
platform, the PC — or that existing console 
gamers will be willing to experiment with a form 
of gaming that has long been confined to the 
tech-savvy few. Which is just one of the 
reasons why the PC can't be disregarded in 
any discussion of online gaming, and why the 
platform is likely to prove an enduring 
incumbent. While il doesn't benefit from the 
strategic will of a single manufacturer, it is the 
most commonly used device to access the 
internet in almost every part of the world. 

The fundamental imitations of the PC as an 
online gaming platform are obvious. In the 
absence of any centrally implemented quality 


likes of Telewest's Blueyonder, and 
HTopernmworld's online gaming service are 
the beneficiaries of decades of online 
gaming. Community management is therefore 
mature and their understanding of garners’ 
needs is considerable 

More significant, though, than a mature 
and sizeable online community, is the sheer 
variety of game genres that are accessible. 
While Sony, Microsoft and Nintendo can ай 
boas! a healthy roster of quality software, they 
are unlikely to be able to match the choice on 
affer ма PC. And while the likes of Microsoft 
may argue that its online services are going to 
allow it to access a broader audience man that 
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of the hardcore gamer, the PC already caters to 


an extraordinary range of gaming tastes, 
Offering everything from the latest Half-Life mod 


"There's no reason for gamers that are happy 
with current online services to switch to a 
console that will have to endure teething troubles" 


control, confusing interface design and low 
usability remain obstacles to its truly 
widespread adoption for networked play. To the 
usual difficulties of simply getting a PC game to 
Online gaming via PC doesn't come with any 
easy-to-read manual. 

But the undeniable strengths of the PC are 
égually apparent. The most obvious is that it is 
currently the most popular online gaming 
plattorm. Although not entirely attractive to 
novice users, there is no reason for а majority 
of gamers that are happy with current onime 
services to switch to a console that will 
inevitably have to endure the customary 
teething troubles. There's also the fact that the 





to the simplest of parlour games. indeed titles 
such as Square's Final Fantasy XI and Sega's 
Phantasy Star Online, although more 
traditionally associated with consoles, have 
been or are being released on the РС 
predicting the end of its success as a gaming 
platform thanks to the growing online 
capabilities of consoles, it's unlikely that the 
Success of either Xbox, PlayStation?2, or 
GameCube, will be at the expense of the PC. 
Although it won't offer the same sort of 
self-contained and intuitive experience that 

it will present games with unlimited scope 
for user-defined content, and an 
exceedingly large array of choice. 


The greatest strength of the PC as an online platform is the diversity of the content 
playable on it and the audience it attracts, such as Age of Mythology and The Sims Online 





Text Twist is just one of the many parlour games playable on the PC. World of Warcraft is 
just one of the seemingly infinite number of complex and interaction-heavy MMRPGs 
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Texas serves ир SIGGRAPH 2002 


San Antonio is the home of the Alamo, but will 
the industry remember SIGGRAPH 2002? 


The debate on realism 


Special SIGGRAPH discussion ponders 
the need for greater realism in games 


With the games hardware beginning to 
challenge film for CG realism, the question 
on the minds of some artists, producers and 
hardware engineers is whether or not it's 
worth pushing forward with the power of 
hardware or the quality of software. Does 
each new advance bring a diminishing 
return оп the effort? 

This was the question being posed by 
Dr Jon Peddie, a graphics hardware expert, 
as he hosted a panel discussion on the 
subject. "We are asking ourselves: ‘Are we 
reaching the point of diminishing returns? 
Have we done enough, do we really need to 
push the envelope any further?” said 
Peddie. “There are some people in the 
industry who think we have done enough. In 
fact they refer to it as good enough. In some 
situations that's true, but for real, serious 
graphics, | think its not. 

With а panel including Bob Bennett of 
AliasWavefront, Andy Thompson of ATI, 
Kurt Akeley of ExLunia nVidia, Richard 
Chuang of PDI/Dreamworks and Michael 
Sheasby of Softimage, Peddie went on to 
point out that while we are on tha cusp of 
being able to render realistic hair, the 
simulation of things like cloth, as well as 
lipsynching, are examples of areas where 
improvement still needs to be made in 
realtime rendering. The question he put out 
is whether or not incremental improvements 
in such fields will inspire the games 
audience and keep them coming. 
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own In southern Texas, the sun shines hot 
D and the food is served even hotter, but the 
3D graphics industry will look back on 
SIGGRAPH 2002. held in San Antonio trom 
кпе 21-26, as a lukewarm affair. It may have 
been the reiuctance of Americans to fy since 
9/11, the slowdown in the US economy or just 
the location, but this year's event couldn't quite 
meet the levels of excitement reached last year 
in LA, or in 2000 in New Orleans 

For 3D artists attending the event to pick 


up creative and technical knowledge, ine show 


Wars’ or ‘The Lord of the Rings’. Meanwhile, 
more theoretical talks pushed into areas such 
as realtime shading, processes like inverse 
rendering and global ilumination and the vision 
for OpenGL 2.0 - all topics to fascinate the 3D 
software specialist 

However, the games-specific content 
presented during the conference was 


surprisingly thin on the ground, especially 


considering that the games industry is reputedly 


manng more money than the film industry, and 


is employing huge numbers of ЗІ) artists 


"Games-specific content was surprisingly 
thin on the ground, especially considering 
that games are making more money than films" 


had its usual атау of courses, presentations 
and discussion paneis in its Conference 
section. Certainly, those impressed бу behind 
the-scenes talks on how the special effects 
were done in major motion pictures were well 
catered Tor. A whole day was devoted to the 
creation of a CG bird character for Sony 
Pictures imadgeworks' “Stuart Little 2°, and 
artists from the same company were on hand 
to stnp away the mystique benmd the effects 


for ‘Spider-Man’. And let's not forget “Star 


Comparalively few sessions were devoted 
specca to the desgn of game graphics 
specifically and, perhaps as a consequence, it 
seemed, very few games artists bothered to 
make the trip to San Antonio. Edge didn't see 
any LIK games developers at the event 
Likewise, few garnes companies took 
space within the SIGGRAPH Exhibition = 
Blizzard, Electronic Arts and Неёс 
Entertainment being the only ones to pitch their 


tents on the show floor and accept showreels 





Squashable and stretchable animation boning is one of the new features of 
discreet's character studio 4, the latest character animation plug-in for 3ds max 





and CVs from budding 3D artists. What the 


exhibition was able to offer was plenty in the 


way of exciting new 3D software for creatives 
Though Stil a relatively expensive package, 
Softimage’s XSI has pushed ahead in terms of 
usability and the company used SIGGRAPH to 
announce the release of version 3, which ships 
in October. On top of a general improvement in 
the program's speed, this version includes ап 
HTK for crowd simulation, more intuitive 
character rigging, platform development kits Toi 
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PS? and Xbox. pius a DirectX realtime shader 


Ln 


stem that enables artists to directly app 
shaders and edit their DX code on the fly Тһе 
company is keen to see XSI taken up in games 
development, and announced Valve as a new 
user of its software, as well as the shipping of 
25 XSI seats to Glasgow Caledonian 
University’s MA in Games Development course 
If you want good fluid dynamics in 
SofimagelXS!, though, you're probably best of 
turning to a thirdparty solution such as Next 
Limits HealWave 2, which was also announcer 
at the show. Mot so for Maya users, however 
SIGGRAPH 2002 saw the unveiling of Maya 
4.5, which boasts 85 its main new 
enhancement a suite for creating fluid effects 
smoke, waves, foam, viscous liquidis, 
atmospheric effects and more can now be 
Simulated and rendered in Maya Unbmited 
Heleased late September, the program is now 


available on Windows, Linux and Мах OS X 


“Тһе Cathedral’, by the Polish company 


Platige Image, was the winner of Best 
Short in SIGGRAPH s Computer 
Animation Festival. П was made using 
the popular game graphics tool 3ds max 





Thanks to publisher infinite Ventures, which 
specialises in leisure software for PDAs. 
Speedball 2 has been developed for 
Microsoft: Pocket PC compatible davices, 
updating the 1990 Commodore Amiga 
classic for the modem mobile era. 
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IS bean converted by Broadsword 
Interactive, and should complément 
Crawfish Interactive's imminent Game Boy 
Advance conversion cf the Speedball 
franchise, arid whet appatites for the 
Bitmaps own forthcoming online Sporda 
Ше. A free demo, as wel as the tuil retal 
version. = avallable from 


Success with the magnificent Neverwinter 
ghis. BioWare has announced that à has. 
two further titles m development, in addition 
to rhe forthcoming “Star Ware’ RPG, Star 
Wars: Knotts of the Old Republic. Microsoft 
is to publish the first of the two games that 
ting features Sanders is CAAD AADLI y the company ie developing, which will 
СТЕПИ 3 appesr on Abou, while the second will be 








| | 36 | I | | | ТИЕТ E | | eS —r Tx developed for the PC. Each will be.an 

Hx апо Mava = i n Buy Сер wit il ca! System to ASSES ore ЕҢ original roleplaying title, taking place їп an 
зл ЕРИН жы М | кы arnt: haziak original game universe, and will apparently 
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feature the chararteristically engrossing and 

e third m ely used serious 3 feature enables better animation of characters 
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il 51,585 (1,08 nad con h rn li \ hen juggling or participating ir 

ocdetlina tool eighting on Sub-D sur mmi i H 
andaina tweak tor decth of feld. ache | | Owing to the wider financial difficulties ot 





С | d, ài | | а Dum елдегі 2 Vivendi Universal, the company's. videogare 
anirmapiaon jose fad МОГ ГИ new bone The Braz | | ап division i rumoured to Ба up for ive 

( SIT E t i 
; | According to an interview m the Wall Street 
кейс Thuc nsi гілті іг tools for simulating crowds, while 1 


odule from Cebas. Its impact in the games aled Splutteris 5 ӘЛЕН Сиси 5 АН оа , ith th Journal Vivendi chairman Jem- Rene 
iasiWavetront made waves wi e | | 
na е | - artists across the industry with the ы 2 : Е ЗИ 2 Fourtou views the games dwision as 
cl on of fi | dur Cg а 4. i ; 1 
With 3ds max 5 already announced маму and usabilty of its rendering syster ney а теа nt owe ^5 expendable, and selling it otf would help 


and IK. soft IK and the Thinking Partici Al in the discreet stand was 3 comoan softimage!XSI 3 was announced, with its 


Ln it momentum wih th Brari. whia wahia fema a E "ЖҰ deeg some of tha beleaguered company 9 
ن‎ c: DE EX с ас. чигү КЕЕ ve sizeahie debts. Although no firm offer has 


bean made as this issue goes to press. here 
ré nancured ір be corsiderate interést fom 
several companies m brands such аз 
eraris А in Tne games incusiry v ( ya ty ài ; ince even furtne Віталі, Sierra and Universal Interactive 
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The SIGGRAPH exhibition was smaller 
than in previous years, but relatively when it comes to amateur сайа! pom ех! year, the show hits the road again and 


enthusiastic. Sony Pictures Imageworks Hardware-wise, programmable 3D chips ЖІ Бе held | i 
was offering free art lessons every day ûrê the in thing, with 3D Labs. ATI and nVidia al httpzwww,siggraph.orng тог сега p 





Sony suffers legal setback іп mod-chip battle 


Sony's mod-chip court case backfires down under as Australian 


court ruling casts doubts about legality of region-restricted software 





^» ony's recent drive to eliminate the threat 

J of piracy by clamping down on mod- 
chip manufacturers and vendors hit a 
stumbling block last month, when an 
Australian judge dismissed the company's 
claims that it was unlawful to sell and install 
PlayStation? mod-chips. The result of the 
court case contrasts with the successtul 
legal action taken earlier this year in the UK, 
against Channel! Technology, which was 
found guilty of enabling the untawftul 
circumvention of Sony's copy protection 
schemes by manufacturing its Messiah chip 
(E108). it also prompted the Australian 
Competition and Consumer Commission 
(ACCC) to renew сай for an inquiry into the 
legality of region-restncted software. 

Federal court judge Holand sackville 
ruled that Sony failed to show that the mod- 
chips in question bypassed the consaie's 
copyright protection measures. More 
damagingly, he also drew attention to the 
tact that mod-chips allow users to play 
games that have been legally purchased in 





another region - a perennial bugbear of 
Australia’s consumer watchdog, which 
argues that it should be made uniawful to 
prevent Australian consumers from 
purchasing videogame software overseas, 

With Channel Technology unlikely to 
appeal against Sony's successful acbon, the 
legality of mod-chips in Europe remains a 
grey area, though console manufacturers 
should surely take note of Sackville's ruling 
as they persist in maintaining some old- 
fashioned and restrictive practices. 

Of course, while Sony continues in its 
bid to eliminate would-be mod-chippers, 
Microsoft seems to have long since 
abandoned any pretence that the Xbox wall 
be home to software that isn't restricted by 
region, and as magniianted ast issue, mod- 
chips aren't confined to Sony. Perhaps the 
lesson that both should learn is that if 
software was region free, it would De easier 
to distinguish between those who are intent 


on piracy, and those who simply want 22. 


to enjoy games as they аге released. 





Now legal in Australia, the much- 
maligned Messiah chip. It remains 
illegal to use it in this country though 





Edinburgh Games Festival on the cards 


Industry movers and shakers meet in Scotland's 
capital to discuss an 'alternative' industry event 
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Videogames тау still be on the media fringe 
but a new event to run alongside the 
Edinburgh Festival should help matters 






ү don't often find videogames going 


hand-in-hand with stilt-walking 
dwarves, avant-garde escapologists and 
crass Comedians, but at this year's 
Edinburgh Festival, Tiga got together with 
industry stalwarts to flesh out proposals for 
an annual games event to run alonaside the 
popular Scottish féte. 


Cultural riches 
The proposed name of the event is to be 
the Edinburgh International Games Festival 
and is likely to run in the second week of 
August for two days from 2003, Attendees 
at the initial meetina included Fred Hasson 
(Tiga), Roger Bennett (ELSPA), Chris van 
der Kuyl (VIS Entertainment) and Nigel 
Davies (Blitz Games). Тһе event is to extol 
the diversity and cultural richness of 
videogames and, longterm, is expected to 
become an international forum attracting 
wordwide participation and attendance 
Funding is likely to come from Scottish 
Enterprise and though specific methods are 


still a little sketchy, the Edinburgh 
International Games Festival will 
demonstrate the populanty of the form in а 
bid to attract outside investment. Providing 
a stronger platform to lobby the govemmen 
on major issues will also be key. "EL SPA 
fully supports the view that computer and 
videogames provide a valuable contribution 
to the nations cultural and social 
development," says Mike Rawlinson o! 
ELSPA. "We hope that this event will be 
able to demonstrate these values and 
increase people's understanding and 
арргесаіоп of the gaming phenomena. 
Clearly much has yet to be finalised, 
Tiga does want annual awards to go to 
particularly creative games, debates, 
‘screenings of new games and a more 
conducive atmosphere to encourage 
networking with creatives from the film, 
television and music industries. If such 
ambitions are reached then the Edinburgh 
International Games Festival should FS 
stand out from other trade events. = 
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GDCE kicks off as Edge goes to press 


Successful first day bodes well for consequent 
introduction of consumer element to ECTS 





, shailf of the eias office prepares to 
А decamp to the capital in preparation tor 
the annual fusion of ech moozing, alcohol, 
decaitful teenagers and the odd videogame 
that is ECTS, the other half is already at 
GDCE, which commenced just as this issue 
goes to press. It's a promising sign that 
attendance figures show an increase 
compared to last year's event, though it 
remains to be seen how well the changed 
format of ECTS — complete with consumer- 
focused PlayStation Experience in a bid to 
drive down the numbers of those deceitful 
teenagers - will be recelved. 

The first day of GDCE, however, was a 

promising start for the twin exhibitions, 
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Daniel Liatowitsch (above), the director of 
'Avatars Offline', a film shown at GDCE 


Recently Reviewed 


Edge brings you a rundown of last issue's review scores 








which run concurrently from August 27-37 
at Earl's Court Conference Centre, Devoted 
sponsored tutorials and the IGDA 
Academic Summit, a panel discussion 
egarding the relationship between 


academic research and how it might benefit 


the development community was the 
highlight of the day. The rest of the line-up 
promises to rival last year's in terms of 
Offering a wide-ranging schedule of panels, 
coniun toa кетер де Gin to deciding 
upon the best game of all time — which is 
Rogue, by the way) 

Another highlight ts likety to be the 
lunchtime screening of ‘Avatars Offline’, an 
independent film by Daniel амо 
devoted to the phenomenon of the 
MMBRPG, which was previewed at the 
Game Developers Conference last March. 
For those who were unable to attend, the 
film is available to buy on DVD from the 
film's official Website priced $24.99 (£76). 
Visit http://www.avatarsoffiine.com 

Fisewhere, at ECTS по major 
announcements or surprises are expected, 
but the publisher turnout Is significantly 
healthier than last year, with tne likes of 
Electronic Arts, Activision, Konami, 
Capcom, THO, Eidos, Ubi Soft, Acclaim, 
Infogrames, Midway, Rage and 


Codemasters all putting in an appearance. 


\\ | 
Some of the faces featured in the film: 


author Janet H Murray (top left), NCSoft's 
Jake Song (ор right), and Lord British 


With last year's event characterised by 
an apathetic response and the non- 
appearance of any of the maior console 

manufacturers, such a line-up, as well as 
this year's introducton of the PlayStation 
Experience, can only be a boon, providing 
ап opportunity for publishers to build 
momentum for Chnstmas period, Ё, a 


courting retail buyers and public alike, USS 


Title Platform Publisher Developer OA Score 
Super Mano Sunshine GC Nintendo In-house 8 
Breath of Fire ЇЇ GBA Ubi Soft Capcom B 
Medieval Total War PC Activision Creative Assembly B 
Warcraft lil) Reign of Chaos PC Vivendi Universal Blizzard 8 
Eternal Darkness: Sanity's Requiem ac Nintendo Silicon Knights 7 
ZooCube GC, GBA Acclaim PuzzieKings/Coyote T 
Dino Stalker PS2 Capcom in-house & 
Stuntman PS2 Infogrames Reflections 5 
Capcom vs SNK 2 ЕО (GC Capcom in-house 3 
Enclave Xbox Swing! Starbreeze Studios 3 
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Super Mario Sunshine 


Breath of Fire Il 


Medieval Total War 


Warcraft ЇН: Reign of Chaos 
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some time next year Although this is several 
months after the other versions; it’s also |) 


been confirmed that the title won't be 


appearing on PlayStation? агай, owing to its 


architectural differences to tne Naomi Board. 





т, memet held | | 


prove Bullish about the threat of Sony's. 
competitors, dismissing the Idea 0f a price- 


cut should Microsoft reduce the price of its 


| console іп the region. Nevaerthaless, Sony. 
\ Continues to. cement its hegemony In Japan, 


ith sales af the PS2 showing an increase of > 


180 per cent compared to this time last year. 


ЕС 


Моско vh soma Gaan бу relig И 
figures suggesting that by the end оў 2005, it 


men have shipped some 35 million Xboxes. 


‘hone famous dong he unde 
g Nintendo's Game Boy Advance 
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handheld could be on sale in Japan by the 
end of the year. Although claims have j 
emerged that а backlit variant could be on its | 
Way, it's probably more likely that Nintendo 
will Simply improve the display and 


implement a contrast control. Meanwhile, / ; 
| Microsoft's aiso been working оп optimising 
N ts console hardware, with а Reuters report 
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Tracking developments in development! 





Www. codemafia.co.uk 





Gra p hics Dy mob rule 


They used to work for nVidia, but the men behind newly formed 
graphics specialist Code Mafia have thrown their weight behind ATI 


o lose one senior member of your 
Т developer support team could be 
seer as careless but it's little short of 
disastrous when three decide to up 
and leave en masse. Such was the 
situation faced by nVidia with the 
departures of Richard Huddy, Kevin 
Strange and Dave Horne. The trio, 
joined by Critenon Software defector 
John Spackman, promptly announced 
they were setting up Code Mafia, an 
outsource programming resource for 
PC and Xbox developers. 

But worse was to follow when the 
company signed an exclusive 
developer support partnership with 
nvidia archrival ATI. Imagine Pires, 
Vieira and Henry jumping ship to 
Tottenham and you get some idea of 
what's involved. 

Richard Huddy remains sanguine, 
however. “As nVidia grew, it became 


more corporate, more hierarchical and 





its in the cards 


Of course, it just so happens that It's tough talk, considering the 


effort nvidia is taking to persuade 
game developers to adopt its Gg PC 
programming language. But Huddy 
prefers the dual and non-proprietary 
approaches of Microsoft's High-Leve 
shading Language as implemented in 
DirectX and the proposed OpenGL 2.0 
АР! as the way forward. 

“Aight now the current consumer 
chips such as GeForce and Radeon 
8500 are often underexploited because 


Code Mafia's move to ATI occurs 


just as the company is releasing its 


graphics chip around right now 
confirms Richard Huddy. "Bul | less Spontaneous, he says. "Its not 
even without the Radeon 9700 necessarily a bad thing for a company 
the commitment ATI is willing to but as a matter of personal taste, | find 
the small company style of living and 


working much more fun. And if your 


make to the development 
community make it stand out 


life's not mainly about fun then It's time‏ و 


for a change... | firmly believe that." 
Ав for the decision to work for ATI, 


the art and asset-creation part of the 
One of the key DirectX 9.0 к " 7 
development process isn't using the 

new technical capabilities aggressively 


enough," says Huddy. "This means 


features is full floating point 
programmability for pixel shaders 


zh Oye ^il ЕТ Тр y mese + тіл $ ъ 
across the graphic card's eight һе saya this was БШГЕН Crven бу the 


rendering pipelines. The board's 
256bit memory interface gives a 


maximum bancwidth of over 


2Gb/second and the chip supports 


up to 256Mb of DDR memory 
The colour accuracy per channe 
is also an impressive 32 

ATI claims twice the performance 


of nVidia's GeForced Ti 4600 








fact that the founders of Code Mafia 
believed it had the best approach 
towards developer relations. “АТІ 15 
taking а really constructive attitude,” 
Huddy explains. "It doesn't try to lock 


developers or publishers Into go- 


marketing deals and its not trying to tie 


games inta its proprietary technology. 
Instead it gives free access to new 
graphics technology and wants to 
make our expertise avallable to game 
developers all over Europe." 


apps like Max and Maya need beefing 
up in a whole nost of ways if games are 
going to keep getting better and better 
OpenGL 2.0 is critical to that." 


Technology wars 

And as lonatime supporter of 
Microsoft's DirectX, Huddy is also keen 
on that technology's particular game 
development focus. "DirectX moves 
forward faster than OpenGL by an 
order of magnitude, and gives great 


Serious Sam developer Croteam supported ATI's Truform with a game patch: helping developers to deliver such features is Code Mafia's 
bread and butter. John Carmack, currently working on Doom IIl, is also a fan of ATI, which is why ATI hardware powered the game at ЕЗ 





The first job for Code Mafia will be helping PC developers 
work with ATI's latest and most powerful graphic card, the 
Radeon 9700, which is the first card to support DirectX 9.0 
functionality, notably fully programmable rendering pipelines 


access to the R&D which takes place 
in the best graphics architecture teams 
around the world," he says. 

But away from the intricacies of the 
technology wars, Code Mafia's modus 
operandi is purely to help developers. 
both PO and Xbox, make better 
games. "| think British developers in 
particular seem to be really good at 
mixing up new gaming ideas with a 
willingness to exploit technology and 
bring a fresh approach to game 
development," ha says. “Тһе industry 
is gradually moving to an outsourcing 
rnodel. At Code Matia, we offer 
developers the chance to help out with 
the highly specialised job of graphics 
implementation, letting them a 
focus on making great games." “Li 
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Pump up the volume 
Another string is added to the RenderWare bow with the 
release of a new audio component for PlayStation2 






= 5 the case with most technical 

aspects of Playstation, getting to 
grips with its 48-channel SPU? sound chip 
сап бе tricky, Thankfully though, help ê on 
the way with the release of RenderVWare 
Audio version 2.0 for PlayStation. Adding 
to the already comprehensive rendenng 
and dynamic components of Criterion's 
HenderWare Platform means that 
developers should be able to accomplish 
higher quality games, working within the 
Same development framework 

One particularly important feature to be 
included in Audio 2.0 is the integration of 
Dolby's Pro Logic Il surround sound 
technology. Previously, tis had ony been 
available on PlayStation? for non- 
interactive game elements such as cut 
scenes. Now, however, autho desgners wë 
be able to use it in а realtime manner. And 
because GameCube also supports Pro 
Logic Il, with Xbox supporting Dolby 5.1 
this means if i5 much easier for designers 


(о maintain a coherent implementation of 
ther work across ай gaming platforms. 


Raise the bar 


Gamers expect the same level of audio in 
games as they would for movies, so 
developers and publishers need to be able 
to raise the bar of their game sound," 
explains Adam Billyard, Critenon's chief 
technology officer. “Our focus is to 
empower developers with the best audió 
tools so they can exploit each game 
[Жа кутт” unique strengths and features. 
gaining the тахитилті effects in the 
minimum time. Using version 2.0 of 
RendeVare Audo, developers can Dypass 
the audio learning curve for PlayStation? " 
Ancther key enhancement s the ability 
to stream aucko across the input Output 
Processor (ОР), instead of using the 
PlayStation2's Emotion Engine CPU. Ths 
Tess up ETHIC system reSoures, а= much 


of the Emotion Engne5 processing sme 5 


Curse lifted for sound 


developing smaller Біле tithes 


taken up dealing with scane management 
and tasks such as physics and Al 
calculations. Improvements have also been 
made to Render Nare Audios wave 
cchonary ding and memory 
management features. 

Bult as an open and modular system. 
version 2 О айсу developers to choose 


what features they wish 10 implement using 


the packages АРІ Henden Ware Audio is 
designed to work straight out the box too, 
recquinng a5 Ше programming input as 


possible so audio designers can get д 22 
on with doing their job. =, 


irrtert ace 


м George Jeganathan 


try standard, there s no re 


в access to the best tools. 


You can't hear just how good Asylum's Curse: The 
Eye of [515 is but thanks to RenderWare Audio it 
should be sounding even better when it's released 








More from less 


Crytek's PolyBump utility promises to improve the 
quality of in-game objects thanks to a clever algorithm 








The PolyBump Reviewer (above) 
enables artists to interactively check 
the quality of their in-game objects to 
the original high-res version. The man 
of the right consists of about 170 times 
as many polygons as his PolyBump 
version on the left, demonstrating 

the power of the tool (above right) 





Crytek's PolyBump was developed to 
help in the creation of its game Far Cry 


ot content with making its game 
N engine, CryEngine, available to license 
for developers, German studio Crytek is 
releasing a modelling tool tor PC, Xbox and 
GameCube. Currently working on the 
anticipated FPS Far Cry (previously the X- 
Isle demo), the studio claims its PolyBump 
tool wall aenapie developers to run pre 
rendered-quality models in ther games 
while lowering processing overheads 


Foundation course 

PolyBump does this using a high-resolution 
mode! as a foundation and creating an 
extremely low polygon model from it, while 
maintaining much of the image quality of 
the high polygon model. Taking the two 
images as an input, the PolyBump 
algorithm calculates a normal map, which 
transform the high poly model into the low 
poly model, This map can than be applied 
in conjunction with the low poly model in- 
game. Obviously, it takes much less 


processing time to render the lower quality 
model, which means developers can have 
more better looking models in a scena, 
while the fewer polygons per object means 
jess memory traffic and faster framerates, 
As part of the toolkit, there's also a 
PolyBump plug-in for 3ds max, which 
works іп such a way that artists can 
Continue to use max while the plug-in does 
its calculations in the background. Using 
(пе plug-in, artists can save the nomal 
map in any format supported by 3ds max 
Other features include support for 
merging a bump map үйіп the normal 
тар to generate the better surface 
definition for in-game objects. In addition, 
the PolyBurnp viewer lets artists compare 
the low poly and high poly models under 
different lighting conditions. Particular 
attention is paid to the performance of 
pixel shader technology. Evaluation 
copies of PolyBump are currently ps 
available from the Crytek Website. LES 
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соз. Lord of the free things 


ыч =, Ег. H - = = — — — n ESL Р -— Р" à 
UK: "One of the most spectacular films ever made... a movie 
sensation sad Me Independent Sunday 


“The best mii егіс in motion picture history” — said ‘Empire 
“Stupendous” — said the ‘News of the World’ \ 
“Disappointing” – said Edge 

It would seem that it's not just the Edge letters pages (апа our 
online forums) that have recently been buzzing with "Тһе Lord of 
the Rings" fever. 5 been almost impossible to avoid the release of 
the ‘theatrical cut’ of the movie on DVD, which comes complete 
with a preview of the forthcoming EA game based on the movie 
And not that anyone's taking advantage of blind devotion or 
anything, but this will be followed, in November, by the DVD 
release of an ‘extended cut" version. In any case, we still don't like 
Ihe film, and not just because we didn't get sent апу free DVDs 
And you know we're nght not to. 

We were, though, quietly impressed with Games Workshop's 
Strategy райе сите and not iust because we were sent a free 
сору. The rulebook reads like a primer for the company's more 
advanced products Warhammer -Пе, if you Ке! complete with 
paning and modeling glides, but it's entertaining enough in its 
own right. Sadly, owing to pressing deadlines, Edge hasn't quite 
got round to painting our "Мел of Gondor’ yet. But we will 


coe Balls to retailers 


UK: Those who just cant get enough of Super Monkey Бай wil 





be pleased to hear that a range of videogame toys - already 
available in the US — are to launch in the UK this September 
Appeanng under the Joyride brand and distributed by Games 
Central, the range will also include SSX Tricky, Crazy Taxi and 
Virtua Fighter 4 characters, all at £10 each. But surely none of 
them wil come close to harassing pets with Mee Mee in a plastic 


sphere. Call Games Central on 01707 379340 for more. 





to the ersatz disciplines 
of videogames." 
rural affairs minister Alun Michael on why shooting 
better for chidren than playing games | 


"Yep, if you skate backwards with 
one of the female skaters, you will 
very quickly notice that their funbags 
fight like excited PP in a угар 


AcCiaim's review СЙ Aggressive in ҡу befor Рл 
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MIL is Нат meine 


*Old Skool. New Skool. Either way 


someone's getting a skool. 
What? Marketing aioberish on the late: 


American Sega С 


"Not since 1066 has it 
hot in London." 


But Hastings was much cooler. Bam! Entertainm 
Cat Channon introduces Aeon of Ane to the | 
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cass Fishy game testing 


UK: Stalk, ghillie, line, tippet, drag and fies. Edge was admittedly 
a bit bemused by the phone call inviting a staff member over to a 
secret location to test out The Virtual Fiyfishing Experience with a 
number of expert flyfsherrnen. IE may not have the added sensory 
feedback of Sega Bass Fishing's peripheral but a great deal more 
technical and practical know-how has clearly gone into making it 
the most comprehensive flyfishing simulation in existence. A bold 
boast. Developed by Virtual Solo Sports, the game lets PC 
fishermen determine factors such as a floating or intermediate line 
and whether to take advice from the virtual ghillie, No release date 
Б set but Edge will get back to you if the fishy game testing 
session proves successful. 


US: Nintendo will have launched its GBA Card-e-reader in the US 

by the time you read this. To promote the device a number of 

ds are available encoded with classic NES titles. Initial games 

include Donkey Kong Jr. Balloon nene Pinball, Tennis and 
Excitebike. Although individual cards retail for $5, the Card-e- 
reader itself launches with one of the above games, three 
Pokemon e-cards, an Animal Crossing e-card and опе Game & 
Watch e-card game (Manhole) for $40. Just don't forget to take 
out the cards out of your back pocket before the weekly wash. 


UK: It happens every time, and right in the middle of ‘Heaven 
M Garbled Morrissey is bad for the 
concentration at any time. Which means the Edge art editor gets 
to monopolise the CD player with mildly offensive gangsta rap all 
month. Enter Digital Innovations’ GameDoctor CD and DVD repair 
kit (distributed by Pinpoint Digital Systems). Put simply, a quick 
Squirt of fluid and a full rotation in the device and the Edge office 
airwaves are once again filled with the unfettered brillance of 
Manchesters most famous miserabiist. Oh, and it repairs game 
disks, too. The GameDoctor will launch in September for £30 


Knows ['m S Now' 


[з= | 


Data Stream | 


| 
: Percentage of people that believe learning to shoot is better for chidren 
{Гез р, гы то dll ies, according to a Country yside Alkance survey #7 | 





ате titles in ithe h k op t ten ү: Nintendo 

Nu прег of Nintendo titles that have appeared in the Japanese top ten 
charts so far this year, 16 
Title SES moured to be show ia at the upcoming АСА) show in 
Japan this September OutHun 2 
Amount of money а Berkele y student s alleged to have fraudulentiy 
taken from gui bie. eBay users by advertising non-existent electrical 
goods: $190, 000 (£123,000) 
untry the Ве rkeley sta dent is said j to һам © 3 fled to Turkey 
Total we ant ofp pasta Buca d Верес Юю » produ iced on A igust 22 in бап 
Francisco to help Nintendo promote the upcoming launch of Mario 
Sunshine :2, TOO. 
Heal name of r pop star who failed to evict an ай ged cyber squatter 
who owns the Website address: www.sting.com: Gordon Sumner 
Amount Sting г айн Or id that the cyber sgi зайег offered to sell the Web 
address to him for: $25,000 (£16,500) 
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SCORE 
TIME 0:21 
RINGS 31 


Japan: МАМЕ may be bringing arcade classics back to life for PC 
owners (see p76) but there's still plenty of retro packages on the 

way for those with a mere console. Ѕеда Sonic Mega Collection 
for GC is to be released in Japan in time for Chnstmas and in the 
ШК by early 2003. It will feature Sonic the Hedgehog, Sonic the 
Hedgehog 2, Sonic the Hedgehog 3, Sonic & Knuckles, Sonic 3D 
Fiickies" Island and Sonic the Hedgehog Spinball. But more 
importantly, the masterful Dr Hobotnik's Mean Bean Machine will 
also return to delight new and old audiences alike. 


S enn гд аа сы рь: 
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The Sonic Mega Collection: another cynical retro 
cash-in, or keeping videogame history alive? 
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ст? ‘Game On for schools 





UK: From August 3-6 the Barbican exhibition centre held special 
‘Game Оп Family Workshops to give children the opportunity to 
design videogames. Led by professional musicians, writers and 
artists the workshops were incredibly popular and eased 
youngsters through the processes of designing a modern 
videogame. Those who missed out will be pleased to know that 
the Paul Hamin Foundation awarded ‘Game Оп” £40,000 to 
continue the scheme into next year, Teachers will be able to 
download special education packs that will hopefully encourage 
pupils into designing some off-the-wall concepts for the industry. 
Go to http://www.gameonweb.co.uk/education for more. 





Dr Robotika Mean Baud Мәсінің RR taka. 
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cass Space Invaders World Cup 


UK: Developed by Fotis Chatzinikos on his Developers Gallery 
Website, the Space Invaders World Cup offers you the chance to 
win prizes such as a GeForce4 graphics card and even а 
weekend in a Greek hotel. Running until September 30 the 
competition uses an update of Taito's classic game and was 
developed as an exercise in the versatility of OpenGL. Go to 
http /www.dev-galleny.com to record your score. 


After the pen-and-pap SRM. everyone yol oL. 
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тоаафет to record the music for GTAIII: Vice С га 
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Lionhead's new satellite company 

Not a baad move 

Price wars 

A hardware Christmas bonanza for consumers 
Print videogame fanzines 

Blessed are the Edge forum users 
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The autumn/winter release scnedule 


Too many games, too many short- sighted publishers 
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' 1“ PN Leaving аа ‘foc onem the cause 
SM DN the Space Invaders game lets you. | | Acclaim's 'Humbled' magazine 
smash saucers to WR WANT YIN UNS DOS Ni Gan the industry be dumbed- down апу further? 
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Japan: Even if you ignore the ludicrous quotes Edge 
has obtained for import versions of Tekid, the official 
PAL release ms expected to set you back a substantial 
sum. Then again, someone has to pay for the advert 


alastair 
DUT THERE reynolds @ 


MEDIA 


Redemption Ark 





Man in “Маа Max'-styled environment frantically 4 
fires up his machinery, eager for battle... | 


Author Alastair Reynolds 
Publisher. Gollancz 
ISBN: 0575 06880 9 
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clusion. On one hand there's Khour and the humane war ` VICTORIA COREN A CHARUE SKELTON 
сптіпа! Triumvit Voluvova positioned on one sick | Space witi 





We-ndden spaceship, in whose n ] sit the саспе от 





rHell-oveapons. Un the other are the НІМЕЗІК miners 


Не steps violently on а pedal, the machine surges | 


most complex race in the universe, П is at t tà deleal a set ol forward, his hands confidently on the controls. | 


[ 
Authors: Vietoria Coren & Charlie Skelton 


Publisher; Fourth Estate 
ISBN: 1 84115 436 9 





z.c3 Once More, With Feeling 

Edge сс : В 
АБЫ, equus ула k , 7 
charlie Skelton (ү ' 

espect lecicecd i | icore 





зог Steven Pool wer the eecdad 
undtrack for their maanum pomus. And so we feel oblige 

review ‘Once more, with feeling и ua tec to make the 

greatest Porn ТІКТІ evel 

Md adr | ner Site: Steve McKenna's 8bit Movie Challenge NM ТІНІ, ү REISE | 

entertainingly droll account of hun enavioul | sen AL: epigr why NT | нет | е mani Vedi pat учуну | 
discovery, wl | prove | Р Fa | | | | | | 
Vicky S Neuse, ta па | 1 | 

edere traversit ашаны 


uie EM лабы. i с. ы Edge is fairy sure trat this dh site art actually the 
Шул prO UH MP TERCER "e |. Drainchil of the real Steve McKenna torn the axed 
E v коз эта учусу TEE |. Channel 5 ‘Move Chart Show’, bul we're still rather 
ама e dde malis | = |- impressed. Like some modem day Terms, t's basect 
: Of a remarkably simple concept, yet boasts 

SS COTTIER ало B сас ия (пек ООШ na Considerable десін, Unike Tetris, it's fronted by the ділда | | 
ветосу E" and в Siegiried, the stem yet kindly | warped visage ol a z-kst celebrity, and consists of a | the eject sequence. The cockpit" vibrates violently. | 
| PETS ргепу жоқка OF UY смогая' ы, | series af fall, five) smple muia chave questo 
аы роп RV КА безеб оп Spectrum or soli iim Nevis Correct 

And though the authors might have fallen short of thes | identifying а! five screenshots or characters wil 





stated аса! of making the greatest pom fim ever (they might not crant you access to Steves Hollywood galery. ~ but 
have failed — Edge has yet to see the finished product), they've be warned, for each wrong answer, һе?! spall the | 
егінігіу product ле! | namng 1 TP Leet and ot à well-known move. Our only complaint | 





согпесюв іп а We would he that questions lend to come- round too 
giten, but tor the opportunity to see Steve's crazy 


The Tekki logo shows up, followed by the price 
paving, that's а price we're willing to pay, | 


| 
| 
(Ұ19,800), We leave our hero in his crumbling den, | 
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wails of the alley, It sounds like someone's 

sole scraping along the floor, but RedEye 
turns and there is no one there. He goes back to 
thinking about the dentist. Heads... 

It is Зат in the north west of London, a 
Wednesday morning after a Tuesday night media 
launch in a Hoxton bar. Waste of time, Not meaning 
to stir, but it was kind of like Final Fantasy, as it 
happens. Interminably dull conversations with 
wannabe poets – where's the skip button, damn you 
— and not so much a plot as a series of predictable 
events leading to the same old conclusion. Only this 
time the inevitable ending isn't an epic/interminable 
blow-by-blow battle with а father possessed, but 
flirting, a chase for loose morals and double vision. 
And a long, lonely walk hore. 

The alley isn't really a shortcut, but provides 
daytime respite from the traffic. At 3am that 


Б atch. Hatch. The sound bounces off the brick 


gets home, at which point he puts on the kettle, 
kicks back in front of Нег, stops panting and 
starts thinking. 

Random encounters are based on chance, and 
chance has a bad reputation in videogarnes. In fact, 
random is practically a swear word, not just down to 
those oft-abused encounters, but a whole world of 
gaming pain. Ilustrate: RedEye recalls a PH person 
demonstrating a spectacular vehicle combat 
maneypit. IE looks glorious and plays like shit. She 
steers around, firing weapons and pointing out the 
beautifully depicted explosions. "It's brillant,” she 
says. “So fast and frenetic. You die, and you can't 
even tell why. Its totally random." And she giggles, 
tums back to the screen, and screeches her car 
around some more inexplicable death. Pointless. 
Рр а coin, Random. 

If we can't control whether we're successful at 
the game, there's not much pont in playing. We 


REDEYE 


shouldn't be a consideration, but it is not really 
like RedEye is in a fit state to consider much at 
the moment. It is dark. Не is drunk. When you are 
drunk you notice the small things, and your mind 
ficks through them like flash cards, mixes them 
with the past and the night. The way the fire 
escapes creak as the road sways, the way she 
smiled at the coin and the light glinted from the 
andgleporse that made her halo, and the way 
chewing gum ground into the pavement makes 
constellations on the tarmac. The way itis so very, 
very dark. Ratch. Ratch. But there is no one there. 
It was heads. it had to be heads. 

Ratch. RedEye quickens his pace. Raich, 
once more, louder this time, a scuffle of leather and 
then they're in front of him. Wouldn't you know it? 
A night written from start to finish by the serial 
sequentiaiopaths from Square, and RedEye 
finds himself in a random бане. They pause: 
goodness, it might even be turn based. Two In 
front, one behind. RedEye weighs up his options. 
Selects ‘flee’. He runs. 

And that's it, sadly, There is no dramatic end to 
the story, though a flourish of words could produce 
something cute on the page — and let's not pretend 
RedEye isn't thinking of embellishments as his feet 
take flight — but that wouldn't be fair. RedEye just 
runs, dodging to the left of the two, across a road, 
and far away. He doesn't stop or turn around until he 


A sideways look at the videogame industry 


cannot duck a punch we don't know is coming, 
which is why so many people find Squares random 
battles so offensive, "Bul that's real life," RedEye's 
демі advocate smirks. “You've no idea what's in 
the alley." Fair enough, but actually, a substantial part 
of Final Fanitasy's imitation comes from random 


wasting a few more minutes of your life chasing 
fractional power-ups. But you can't select ‘fies’. 1 

You see, just like the apologists explain, the 
fights are necessary to level up, a lot like saying that 
in order to meet an attractive dentist you have to 
contrive a cavity, There is always Another Way. 
Total scripting? There is an argument that suggests 
combat should be carefully constructed, that every 
fight sequence should be balletically conceived and 
played out as clinically as a Hollywood blockbuster. 
That vision leads to everyone getting the same 
controlled experience played out by automatons, 
and, insofar as a panting, shaking RedEye can see, 
that isn't the answer either. We don't want to 
eliminate the unexpected, just to be fooled that it's 
worth something. 

it's simple. We should be hypnotised by 
circumstance, always under the impression that 
each battle is a deliberate test from cunning coders; 





that we are to blame for the situation we find 
ourselves in, and that when we are dismissing foes 
We are eliminating something of substance, not just 
making up the playtime by chewing on the same old 
combat gristie. Tonight wasn't scripted, but it wasn't 
exactly random, either, it just had a measure of the 


“We should be always under the impression that each battle is a 
deliberate test from cunning coders; that we are to blame” 


encounters’ lack of randomness: their presence isn't 
random, just sickeningly inevitable, When you are in 
open ground, you can count the seconds between 
them, and just as you exhale, the screen swiris, 
theres a brief loading pause, and you're stood on a 
field with three impeccably polite monsters waiting 
for you to hit them. Select flee? 

Redeye thinks. You could call the combat 
random: beneath the pretty colours and swirling 
summons there are a thousand monkeys rolling a 
thousand dice to find out if you hit or miss. The odds 
are weighted so much in your favour that they are 
rarely life threatening, just a tedious number exercise 
to boost your character's statistics. The odds are so 
weighted, in fact = they have to be, because even 
Square are aware that random death is much worse 
than random combat- that the enemies arnount to 
cannon fodder. The fear you get for the visual swirl 
that signals another batte isn't one of death, it's 


EDGE #11 


unexpected. Tonight RedEye knew something was 
coming, perhaps thanks to the same sixth sense 
that failed him for the coin last month, or more likely 
just an assailant lacking grace, subtiety and quiet 
shoes. More than that, tonight it was RedEye's 
choice to get drunk, his choice to до down the 
alley. and his choice to run. A real world neutered of 
every danger would be a poor, stoic place, and 
replicating that sort of things in games is good - 
the feeling you get wandering around the town in 
Silent Hill 2, for example. But being mugged Final 
Fantasy-style every time you head out across open 
ground, forced to take part in a five-minute combat 
charade so you stand a chance against larger 
enemies later? That's not adrenaline, not even fear. 
It's just inevitable. Flee. 


RedEye is a veteran videogame jourmalist. His 
views do not necessarily coincide with Edge's 
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erhaps videogames have hit a brick wall. 

Perhaps they are in their decadent period, 

desperately drawing attention to themselves 
convinced of the impoverishment and exhaustion of 
their traditional forms. The decadent period among. 
artists and writers of the late 19th century gave birth 
to a new aesthetic flowering in modernism, Can we 
hope that the same will be true of videogames? 

| am playing ТОСА Race Driver. Now on the 

one hand it is true for driving games that an increase 
in visual quality - ай other things being equal — 
means an increase |n the pleasure to be had from 
is central to the genre. So | am not unduly wormed 
that, essentially, this is ТОСА 2 prettied up. | am 
happy to believe that there is more hardcore 
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the sheer brutal refinement of the game's racing 
philosophy. its all-encompassing noise, the way 

you can almost smell the petrot ай this is just fine, 
What does worry me is the feeling of desperation 
about the narrative that has been bolted оп, It's as 
if to say, Well, hell, where else can the driving game 
oe? Gran ue Ны ао we prelend yn 
maned etc nese нт кентте кке 
might be that the disiunction between what you do. 
in the game – stare through a windsorsen and try to 
hold the racing line — and what "уои" do in the cut- 
scenes is simply too wide. The ways in which we 
enough in most RPG or exploration games, but in a 
driving game they are close to nonexistent, 

whiff of decadence — is the hard imitation of the 
game's ability to comment on how you drive. During 
one early race | said hello to a gravel trap on the last 
lap and watched the other cars speed by me. 
Rather than hobbie in last, | decided to play around 
with the darmage-simulation system, driving back 
and forth around the last segment of track and 
crashing into walls as often as | could. Soon the 





broken glass and bumed rubber. Satisfied, | finally 


drove over the finish line. Did my kindly Cockney 


manager say a single word about my utterly bizare 
and iresponsible behaviour? No, of course he 
didnt. So why should | suspend my disbelief in the 
game's strenuous attempts at narrative for a 

This is not a new problem, and as | паме written 
befor, it seerns to ba a fundamental bust to the 





dream of videogames providing ‘interactive stories", 
at least until some major revolution in artifical 
inteligence happens. But every year that goes by 
other things are getting better — visual quality, 
technical skil = is another year down the decadent 





ПСЕ БА Now сап hardly be denied that in 
ters of its visual aesthetics, this is a game of 


through the leaded windows; the pervasive sense 
of decay and dread in the plush and - yes — 
melancholic character of the zombies’ expressive 


shuffle; the exquisite sound design and beautiful 
musical score; ай these things аге worthy of the 





cinematic viewer. Maybe. But it's also very annmpying. 
Even if you like Resident Ew (perhaps you have a 
door fetish or something), tt must stil be admitted 
that a remake of а six-year-old game that offers a 
fails to update the central play mechanics is a game 
that is turning its back on the future and wallowing 
Other decadent games? Look around, 
Wave Race: Blue Storm: a calculated, lurid 
assault on the memory of the onginaís elegance; 
a loud ultra-Americanisation of a classic дате, 
Agent Linder Fire: a riot of colourful, prescripted 
DILDO red action: Dead or Ave 3: a- 





SUELE ая poem: not fixing the 
engine but respraying the body, We'll still have to 
pul levers and find keys but, so the decadent 


TRIGGER HAPPY 





videogame imagines, we'll be happy if we have 
bigger guns, better lights and more leaves on the 
trees. Or, like, a really good story 

Decadent videogames are by no means 
bad games per se; but they lack artistic honesty. 
it is possible, indeed, that things will have to get 
worse belore they get better, that decadance will 


“The decadent period of the 19th century gave birth to modernism. 
Can we hope that the same will be true of videogames?” 


highest praise. But the game still plays like it did 
the first time round on PlayStation, Oh, so | have 
That will take my mind off the fact that the garne 
is still a notorious tissue of incoherencies: one-use 


boxes’; the retrograde control system (it's like 
Devil May Cry never happened). 

Oe рр ee 
corte oad Steen е onde 
kind of Brechtian alienation in the player. The fact 
that ! view my avatar from the other end of a long 
сотаог and so can't see the slavering undead 
beast | am trying to shoot makes me ponder 
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have to reach a brillant, self-destructive peak. 
In that respect, maybe the scorched-earth policy 
оға Kojima, a genius close to sell-immolation in 
his apocalyptic personal cinema, is a sign of light 
at the end of the tunnel. 

So here | sit in my velvet smoking jacket, вало 
lanquidly through a volume of Oscar Wilde's 
period — of superficial invention and a desire to 
dazzle, to distract or to shock above all else - will 
eventually pass. Soldier of Fortune i? How perfectly 
doesn't it? In the heat and humidity of a late 
POESIE жек GUN CIS 
Sisven Poole is the author of Tigger Happy 
The Inner Life of Videogames’ (Fourth Estate). 
Email: trighap@hotmail.com 
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s usual, I'm so busy and | feel so... 
frustrated. When | feel frustrated, my 
organisation gets dizzy, that has a terrible impact on 

my work. That can't continue, so it's a good 
opportunity to sit back, and take a ittie time to think 
about a few things. So I'd like to talk about the way | 
game creation process. Let's start... 

Not understanding something and not realising 
something are two differant things. | think you can 
feel the difference. ‘Not understanding something’ is 
about you — it's active. | mean you don t understand 
something, and it is up to you to make the discovery. 
‘Not realising something’ is very differant, as it means 
you have no perception of your environment. 
imagine you are walking and there is a stone in front 
of you on the road. If you notice it you can avoid it, 
but if you don't you could fall. 


At the workplace, | always think about limiting 
this Kind of accident but sometimes you just can't 
prevent it. The real problem is the reason why. If 
there is a member of staff who has not noticed the 
stone, | can't criticise him for that. There is not much 
you can do about it. Of course, you might warn him 
to pay More attention in the future, but there is no 
sense in getting angry. However, if the reason ls that 
he has paid no attention to the environment at all, 
well, this is another story. If this happened, he would 
be told off by me. Why? Because people who use 
the reason of not having noticed the stone to exptam 
but, because of a lack of courage or will, just 
accepted that they would fall. It was too demanding 
to avoid it. | think this is a big Issue. They don't give 
much importance to their work. | can't stand this. 

However, | can't say | don't understand them at 
all. When you are in a very busy environment, you 
need an incredible amount of power to deal with 
your work and that of everyone else at the same 
time. If you are responsible, you could give апу 
reason for falling, but this would show a lack of 
respect for the other people. This could even be the 
Start of a fight at work. I've had that experience 
myself in the past. Once, | felt that what someone 
was doing was in fact different from what was 
decided initially, but, because | felt that making any 
remarks would lead to trouble, | let him сату on. 


Another time, | found someone was taking too many 
vacations, but I thought this was because of the 
intense work. It was йке | was making an excuse for 
my own lack of reaction. 

| should have spoken. In the first case, we 
ended up with a result that was completely different 
from the initial design, and we needed to remake a 
large part of it. In the second example, the increase 
in vacations wasn't motivated by the intense work 
but because he was unhappy. One day, the man 
came to me and told me he was leaving the 
company. | should have reacted sooner so we could 
have talked and tried to help him. Since then, | have 
decided not to let anything pass, and to react 
immeckately. That's why | needed to explain the 
decided immediately in reaction to an event... but if 


AV OUT 


Toshihiro Nagoshi, preside 


you are sure you are wrong don't hesitate for one 
second. | know this sounds strange — 1 mean, these 
are two opposite things - so I'd like to explain fies 
Clearly. First, there is a way for everything. Time goes 
by and work goes on. You don't know if the work is 
going smoothly or not, and you need time to 


that he made the decision, and listened to the 
that he cared what his team had to say. The bad 
thing is that he changed the rule too easily. In reality, 
you Cant expect to make a rule pleasing everyone. 
There в always a problem, for example "let's 
increase everyone's salary." But come оп, if a 
majority accepts it, there is always a minority 
opposed, but you can't then change a rule every 
lime you hear someone complaining about it. 

The job of a team leader is to provide 
maintenance in realtime, to limit friction. If you 
feel something is impossible or problematic then 
you need to react. Even if you need to let some 
time pass before you do anything, you can't let 
something bad last too long; you need to address it. 
I! you don't react fast enough, it could have a 
detrimental effect on the team's motivation and slow 
things down. So, first analyse, then make a decision, 





hear the reaction and stay cool. This is a formula, 
and it applies well to the game creation process. 
There's something | would like to say. What to 
do with people who don't realise anything’? First, as | 
said previously, | think many of these people really do 
realise, but don't want to react, But there also 


“First analyse, then make a decision, hear the reaction and stay cool. 
This is a formula, and it applies well to the game creation process” 


evaluate it. To analyse the work, you need data, but 
if there is none, you simply continue to work. 
However, i you have reason to believe things are 
going wrong, you would think that the next step is to 
simple but in reality, as always, it's much more 
complex. For example, when a problem happens, 
you make a decision to solve it. Because it is not 
easy to get used to this new decision, others will 
counter with their own suggestions. To ease 
problems, you need to accommodate those 
changes, and so on... in the end, you would have to 
A waste of time, and you are right back at the 
start again. So what was wrong in this process? 
Analysing it, the person who made the rule did one 
good thing and one bad thing. The good thing is that 
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people who genuinely don't realise anything. In that 
check every one of his tasks, and you spend twice 
the energy you would spend on others. The person 
тау think this is useless or restrictive, but the point is 
to not lose more time at the end, In time, this will 
develop into a form of trust so you don't need so 
many checks, and everyone saves time. 

My database is filled with so many of these 
issues. | store my successes but also my failures so | 
can avoid making the same mistake in the future. 
This is important to guide me. Sometimes, | feel like 
I'm thinking too much. But to make a great creation, 
you need a good atmosphere, a good dynamism in 
your environment. | think this kind of philosophy is 
important. Time to до back to work, See you again. 


Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 
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ow, | don't want you to think | have a 

ona track mind, but, well... on May 16, 

2002, the Final Fantasy X! online service 
began for real in Japan. It's a little embarrassing, 
but this is stil the only videogame | have in my 
head. | can't shake it. My passion won't cool; it 
remains intact, and | am addicted. | sit alone. | play 
silently, It is my everyday lifa. For months I've been 
wondering why | can't break away, and then all of 
a sudden, It carne to me. 

As you know, Final Fantasy XJ is an online 
RPG. Well, you should know by now, not just 
because | can't stop myself from talking about it, 
but because the MMRPG as a genre is very 
developed overseas, with a large number of people 
going online to participate. The start is simple: you 
access PlayOniine, register a few details, and then 
complete the process to create your character, 


е 


the swords-and-sorcery world of Vana del to 
become опе of its inhabitants, just one adventurer 
in a world of heroes. 

Quickly, you meet other adventurers — real 
players, just 1ке you — and join force to defeat 
Final Fantasy Х is a very orthodox or basic RPG, 
but with a simple, single twist, just like Sega 
part from either game, you would have an endless 
repetition of tasks. It is so orthodox that they 
would be rapidly boring. But in my case, | enjoy 
the game part of it, | still log on to Vana'diel, | am 
stil addicted. Why is that? 

It's the simple twist, of course. On the other 
side of the monitor, there is someone, Yes, after 
many months of meandering columns, I've reached 
the conclusion that some of you perhaps already 
suspected: the killer feature of online videogames |5 
the human contact. It might seem obvious, but it's 
worth looking at in detall. When | can't defeat а 
given enemy; l'm forced to make contact, to form a 
party including several other adventurers. If | don't 
have the necessary information or items, | can get 
them through contact: this time by exchanging 
things with other people or by using the game's 
currency, Guil, to go shopping. 


And there's more. If you meet other adventurers 
with the very same skill, hobby or playing style, you 
can form a ring shell, a group, a guild, a clan, This is 
amore social aspect, and Vana'diel, is shaped 
can do it. Yes, that's right: talking in the game is very 
much like the real world. However, and this is 
something Important to me, here you can get over 
the limits of your everyday life. Remember that? | 
barely do. There are no barriers any more, no 
discrimination. That said, there is still a social 
hierarchy: if you encounter а very skilled and 
charismatic person, he or she may become the 
leader of the group and start giving orders. Others, 
loners, may prefer to go at their own pace, 
absence of companionships defines who they are — 


they have made a choice to go alone, even when 
there are other people to play with, and that's 
people there in the first place. Above any feature of 
the game, (ће most important thing is there is 
someone else on the other side of the screen, even 





| really love the people, too, those who live 
in this world. | even still communicate with the — 
people | met at my very first party at the start 
of my involvement in Final Fantasy XI. At least 
when they retum my messages, that is. My 
experience and skiis get higher; | chain-link battles, 
and | have become a veteran. And, as | come 
through battles with people, the friendship gets 

stronger... and all that without me knowing 

anything about them, without seeing the true 
You know what? I don't care, | don't even think 
about it — we don't need real йе, since we are 
happy in this fake one. 

All that said, there are some people | would 
never like to be with in a party, just like in real life. 
| love Vana'diel, but you don't have only good 
experiences there, and some evenings l'm left 
with nothing other than bitterness. In turn, that just 
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into even happier times. What kind of adventurer 
am | going to meet today in Final Fantasy XI? 
What are those great guys | met yesterday doing 
friend who made me a promise that he would 


“Talking in the game is very much like the real world. However, and this 
is important to me, here you can get over the limits of your life" 


when they're not actually involved. The most 
important thing is the feeling that there are others. 

So, in addition to your real life, from this moment 
on, you have another one. It is a fresh start, and it is 
taking place everyday in the artificial world of 
Vana'diel. Little has been set in stone by the 
developers or the producer of the game. The users 
are the heroes of the game, and they make it 
happen, make it alive. Of course, there is some 
structure — in order for the game to run smoothly, 
monsters and NPCs have to exist somewhere. But 
this has been done in order to give Final Fantasy XI a 
gaming image. It's nothing to do with making it more 
interesting directly, it just causes it to be so: it's 
designed to push adventurers forward so they 
spread ай over the world. That's why I've been 
travelling across Vana’ diel for six months now and 
that's why I'm still travelling, and that's why | can't 
stop writing about it. 


sell me *one hell of a sword." You make 

Final Fantasy XI thrives on relationships, and your 
relationships іме or die according to your own 
actions, just like real Ше. it is a second canvas, 
on the first. That's why | can't break away from 
the game, because the relationships in it are 
important to me. It's a happy conclusion, though 
That's my Tokyo Game Life, or, maybe it's my 
t's becoming difficult to tell. 


Lupin Kojima is the sub editor-in-chief of "Game 
Wave ОМО”, part of the Famitsu publishing portfolio 


_ 229 


| “ ж ای‎ ۹ pt Ға e. Р Е il — "d е” 
gam n gam m m 
НЕ қ 
d n aces. PRU M. Wear p Ра. 
| i j й p 
i / 
КІЗУ “а / ЧИШ, ^ 4 z | > M >” | i | 


most wanted Edge plays online devil's advocate 










(Xbox) Microsoft. 





Super Monkey Ball Jr. 
(GBA) 


Prescreen Alphas (various) 
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(GameCube) Nintendo 





(PS2, GC, Xbox) Eidos 
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Predictably, extended play of pre-release code 
reveals another excellent adrenaline-filled ride 
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Тһе track designs in Racing Evoluzione are 
particularly awe-inspiring. There's a real sense of 
depth and solidity and elevation |в worked in well 


ier ie TITRE eec А | hance i 
пе year i8 14/0 and МӘ Driver Is 





| launched by Atari. One ‘саг, one 
L_J ‘track’, limited lun. Ever since 


developers have been thinking up new ways 
to entertain car racing enthusiasts. Turbo 


POOSIS, cnassis-mounted weapons, pit Stops 


po 


even running pedestrians over. And nev i? Vou 


have to sympathise with developers, il seems 


you either go for the easy immediacy of 
Burnout or the intncate garage tuning options 
f Т, 


ғ simam Fe ға Hanar атта а T and 
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one that Milestone nas clearly thought long 


and hard about for Hacing Evoluzione 
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collect cars; you actually build a brand. 


From Choosing the logo to inspecting your 
E ТТК FOL "ұна mh тіге ғ = ің; 
Very first dismal and cluttered garage, tne 


player must take his company and make it 


uill of 
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power vehicles as proof. As you win races 


and move up the corporate ladder, your 


reg "a ma m a n beam ieu ate 
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Eventually you'll even Nave a plush office 
and a flirtatious secretary 
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the emphasis is very much on the evolution 
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more capital.tor faster vehicies. Instead the 


Diuepnnts are put баск onto the drawing 
Doard and transformed into something 
slicker and speedier by your R&D 


$ 


department. There are four main stages 


Df evolution: roadster, sports, Supercar 
and dream car. Along with original car 
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manufacturer s cars іп the game inclucung 


Lotus, Ford, Dodge, MG and Mitsubishi 


And, thankfully, deformation and Gamage 
will be fully implemented. 

The build Edge has experienced is very 
convincing indeed. Handling is not quite as 
Sophisticated as in Gran Turismo, but it 
delivers an immediacy and sensitivity still 


diy missing from most driving games 


these days. However, there are two major 


magies that could spoil the final game 
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"Handling isn't quite as sophisticated 
as in GT, but it delivers an immediacy 
and sensitivity still sadly missing from 
most driving games these days 


Fist, rival cars tend to bunch up and there's 
ttle sense that a realistic competition is in 
progress And second, racing punsts will 
blanch at the ‘boost’ function which sees 
rival cars slowing down whenever you Make 
a mistake to ensure you can still catch up. In 
a three-lap race this necessarily means that 


піу the last lap has any significance 


t 
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balancing and the learning curve wil 
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tandards set by the 
gorgeous track design and visuals 


evident throughout the Ше سل‎ 





Format Xbox 
Publisher : Infogrames 
Developer Milestone 
Ongin: Italy 

lniaase- February 2003 
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Although the game is more about building a brand 
(evolving your vehicle is merely a case of clicking on 
the design scheme you prefer), there will be a few 
tuning options in the garage. The handling is sturdy 
and responsive, though rival cars tend to bunch up 


Designers' republic 

Milestone was so keen to develop stylish yet 
far-out vehicle designs for Racing Evoluzione 
that it even launched a comprehensive 
competition targeting Italy's (and a few other EU 


non-manufacturer vehicles in the game are 


certainly flamboyant and it is likely to be very 
rewarding to see how some of the fictional road 


vehicles evolve into dream cars. Fortunately, 
damage will be recorded оп all vehicles. 








Preview code of Harmony Gold's massively popular "805 cartoon series arrives in Ейде 5 office. 
It may fail to reveal any surprises but it doesn't uncover any potentially disastrous elements, either 
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For the city environments, guard mode (above) is 
preferable to zooming around in plane form which 
includes a (decidedly tempting) boost function 


It's on PlayStation, too 

While most of the preview period took 
place using Xbox code, Edge also got to 
try the PlayStation2 version (two shots 
above). Although noticeable, the slight 





drop in resolution does little to rob the 


Your main weapon is a machine gun (there's a sniper mode 
useful in urban environments) while missiles make up the 
secondary armament, The triggers offer evasive manoeuvres 


game of its visual charm and the 
aesthetic remains faithful to the anime 
series. Less impressive was the twoplayer 
deathmatch mode which, without 

the possibility of adding bots, felt 
somewhat empty and too limited an 
axpernence. The confined arenas didn't 
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Format: PS2, Xbox, G 

Publisher. TOK Meciacia 

TX ж- Developer, Vicious Cyc 
Origin: U 

Peleas): November (PS2, Xbox), December (Gi 


u will remember awaiting 
each televisual instaiment of y 
Robotech’ with the same level of 
anticipation you would later reserve for the 
recorded delivery from your favourite mail 
order importer. Edge certainly hasn't forgotten 
and as such the prospect of an interactive 
version of the US cartoon series has been a 
very tong lime coming 

Played over 15 levels, the game begins 
with a considerable cut-scene detailing the plot 
the devastating global war which looks set to 
eram the extinction of the human race the 
crash landing of the SDF-1, a gigantic aien 
vessel whose discovery unites the world's 
nations; and the inevitable subsequent 
confrontation with its owners, the Zentraad 
anor race 

Tha tvpa ol mission includes sky. city and 
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Outerspace battles and all offer primary and 
secondary, non-linear goals. Hegardless of the 
type af Sortie vou can alternate between your 
mechs modes using the d-pad – plane and 
robot modes are зей explanatory while the 
Duar option 5 somewhere between the two 


and, among other things, asows you 10 риск 
up and Carry items 

The battles Edge got involved in recreated 
the senes’ chaotic (though stylish) sequences 
with aplomb, Indeed, every element of the game 


appears faithful to its inspiration — even down to 
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(Sampled from the original soundtrack 


Edge should get the chance to kick more 
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А surprise contender іп the space stratec Y field aims 

to achieve hegemony over its higher-protile rivals 
: у prejudice about the stander Or шэ ud 27-7. —n “Peston hatt 
д development in eastem Europe 


should Nave been quasned Dy now. 
fusion Softworks of the Czech Republic 
(Hidden & Dar Merous Mafia) has now been 
joined at the foretront of games development 
by Digital Reality of Hungary ümpenum 
Galactica Il). The standard of technology at 
this Budapest-based developer- Ка? won a 
BAFTA for its music, while Haegemonia's 
visuals are to die tor = is matched by its 
scrupulous attention to detall and dear 
approach to design. Not to mention the kind 
Of work ethic that has seen aoe Oa nead 
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Imperium Galactica titles, Haegemonia offers 
realtime strategy dynamic that centres on 
Spectacular combat in fully 3D sotar systems 

Conscious that some titles of this type offer 
too much too early, Digital Reality nas crafted 
two campaigns which gradually introduce the 
deeper elements over the course of some 30 
missions each. So early on you are able to 
get the hang of directing small groups of 
nonters through space, only later having їо 


Нн tha i 
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deal with ng the third 


subtleties ol using 
dimension. Later stili, you take control of 
mangis resources, msearcn, spes. heroes 
and construction. Even at its most expansive 
though, with scores of ships under your 
command, there's а minimum of micro- 
management to get bogged Gown in, and 
ships will look after themselves competently 
Digital Reality's approach to design cuts ANDRE Wear parz АТАНА nA БА ТАЗЫМ Space stations are crucial tactical places - sometimes 
ү! ' Ki Unread, Lieder атка controlling an area with a static force is a mission- 
critical objective (top). Of course, blowing stuff up is 


always fun. And Haegemonia certainly doesn't forget 
that games should be about fun, after all (above) 





through the obsession with realism which 

some developers hold all too dear. So while 
the whole solar system is shown in a given 
map (others, including our own, become 
accessible once jumpgate technology tS 


researched, ta planets are scaled Gown 
us aliows mam 
Without оопа те SEUNG: your Snips arme 
represanted on a large scale тог easy visui 


assessment. Equally, each ship displays its 


It's full of stars 


Things have come a long way since Elite, 


remaining integrity with circling polygons: not 
realistic, but enabling quick tactical decisions. 
Having faced numerous recent difficulties 


Haegemonia's graphical splendour 
represents the cutting edge of what the 
PC is capable, with visual effects to match 
with pubisners = Haegenmonia was signed 
with the sadly departed and rather unnelptu 
Cryo, while rights to build on the Impenurm 


anything in development today. Yet all this 
doesn't come at the cost of requiring 
Herculean system specs: itil run happily 
on a РШ 700 with a basic GeForce card. 
Pleasingly. the engine automatically scales 


Ғы PONENS LEN a Г РЧ m = a, | тын 
сайла manco Imo Were do moe ny «à» = 


re nme Tact) t0 See d eee РГ ЛГ : Р p 
S encouraging 10 See a семеюрег onnging to what you have available, throwing more 


ambibous, techrucally astute ttes tc marka effects onto the screen if your PC can 


promptly. And while Haegemonia probably handle it. This impressive engine also 
powers Digital Reality's approprnately 
named Vietnam tactics title Platoon, 
Knock a developer which сівапу knows m While the screenshots here scarcely do the game justice when it's in motion, it's still possible to get though it's heavily modified there. 
which way the galactic wind Is blowing. “LS some idea of just how lavish the visuals are. Each effect in Haegemonia is custom-designed by hand 


won't storm the sales charts, that's unlikely to 
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Fur "ым COW 
Developer: Feakktorcom 
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it's a MMRPG. It's an FPS. And it has elements of ‘D&D’. 
Not unlike Deus Ex, then. Only far more sociable 


tis not, thematically at least, 
going to surprise anyone. Neocron 
equals cyberpunk, thus you could 
write the dark future setting from the back of 
any issue of '2000AD' or a formula Gibson 
пр-оїї novel; huge technobroken cities, ^i | | | 
radioactive wastelands, trenchcoats and | 1% А i | b ux un \ 
hovercars. That, of course, is mostly | | WM XM 
irrelevant, since Neocron is a MMRPG, and Lee 
the truly interesting stories are supposed to = WEN 
arise from within its community, | 2 
In fact, calling it аММЕРО conceals a 
good deal of Neocron's uniqueness, since it's 
also heavily focused on that other favourite 
acronym, the FPS. Combat is firstperson and 
reaitime, and while the amount of damage 
you inflict is based upon all manner of 
unwieldy statistics, actually inflicting it 
depends on your ability to hit the target, 
which depends broadly on typical 


SM 


mouse/keyboard FPS skills. Fights can 
involve dozens of players and countless 
monsters at once, and while there will clearly 
be some size limit to workable fights, the 
developer is reluctant to give a number. 
Perhaps that's because it's difficult to tell; still 
the nétcode is efficient and, in theory at жас! 
the scale of a battle is limited only by the 
number of people in an area 


But combat isn't everything. Players must Ра BONS M DOES t n | қ 
4 Wh Lo TAN ққ 2 Р VON r | -- d ! 1 Wm WM 
specity а style of play at the start which Pe AANA s. s (И dum | ҮҮ 


affects ther character's development path. It's DAWA AY 


а! pretty self-explanatory stuf — “tanks are 
strong anc good with weapons, while the spy 
character model is weaker but good at 
hacking. Each of the broad 'D&D*-style stat 
categories is split into further abilities, which 
must be upgraded with experience points, 
Shades of Deus Ex, perhaps, and the blend 
of MMRHPG and FPS at-times looks as 
intriguing as lon Storm's; perhaps not as 
intelligent, but certainly more sociable. 
Obviously the newborn world is fragile = 
Ейдес first-day demonstration had both 
connection and stability problems, and the 
majority of the tour had to take place in an 
unpopulated world — but most PC gamers 
will expect and live with that, particularly 
on something as hard to playtest as this. 
Hence Neocron's curent open beta (and 
COverdisk presence), which should provide 
most people with a risk-free opportunity to 
sampie а world that's clearly a product of 
passionate development. The key to 
Success wil be in hooking a userbase with 
the same amount of passion; without 





Neocron's seedier aspect is shown off in its red-light 
district, with the seedy thrills of peep shows and 
player vs player killing on offer to intrepid tourists 





people, Neocron s stones will not іме up EZ ‘As with most MMRPGs, there are two sides to Neocron = the game, and the social aspect - but Neocron's 
to the grandeur of tha setting. firstperson action may well prove more of a draw to gamers demotivated by typically stat-heavy combat 





А novel fruit machine-style combat system and ап eccentric graphical 
style suggest that Square 15 still going out on a limb to entertain gamers 


quare has had mixed fortunes over the last two years. Its 
S Ш-әсмеесі foray mto fiim-maleng is no doubt still causing the 
L_l company accountants a few headaches, while success for the 
Final Fantasy X! online experiment is far from certain, So it's interesting to seo 
that United Saga, the latest edition in an APG senes that started out on the 
Game Boy іп 1989, |б not a safe by-rhe-numbers roll out, but a rather 
айя oddity 

e plot is standard stuff. Henry and nis mother Laura are on a quest 


a standard mythical ream, searching for seven artitacts which һауе 


through a 
the power to bring about a new golden әде, However, as the screenshots 





show, the visual style is stunningly offbeal del near-monochrome 3D 
backgrounds with intricately animated 21) characters (each wamor has a 
differant set of animations depending on what 
weapon they're Carrying) and lush drawings of 

кеу scenic locabons, the designers are going for 


the look of a lavishly illistrated storybook 


P “ы 
f 2. 


The combat system is similany innovative, Мо 
matter how many combatants are n your party 
к (you pick up allies as you go), you only get five 
moves per tum. When these are picked. a fruit 
machine-style reel spins 10 decxde the strength 
and accuracy. Each has a hit gauge (effectively 
amour ponts! and a Ие gauge (health) - 
um the ordinary. „== 





Sound junkies will be pleased to note the game's 
support for Dolby Pro Logic Il music and effects 
a 5жү snft away & 





After Skateboarding, snowboarding, surfing, BMX and Motox, it's the turn of. 


ііі ғат =ч =, ЈР P) үч um س‎ 1 Та y i= “.(" 
wakeboarding as Activision's O2 extreme sports range continues to expand its horizons 


r 


pe wl akeboarchng may not be the first sport you'd consider аз a 


үү potential candidate for videogame treatment but Edge first 
= 


played Shaun Murray's Pro Waekeboarcer early this year and was 


surprised at how well the concept appeared to work. А few months on and 
things, have improved further 
As with the other Of tithes, Shaun Murray is 


Class competitors who spend their lives trying to get him off the top spot. The 


joned by a selection of wong 
game features a variety of real locations from the Pro Wakeboard Tour as wel 
as a comprehensive repertoire of tricks 

I'S Currently a compelling ride, with the trick е» familiar to anyone 
of the O2 range. One interest 
ability to let oo of the tow cable, go off to grind the top of a boat, for instance, 


MOS prewously played агу ting aspect is the 
drop back on to the water and grab the leash 
onably close to the 
5 а Clever way or ensunndg the 


experience doesn't feel overly restrictive by 


БАБ SIDE BOARDSLIDE 1 RALEY/ , Ji 


Dac« (assuming you re reaso 


boat, o! course) 


allowing you a little more freedom of movement 





The experience isn't as restrictive as you might 
initially fear — letting go of the leash to go off and 
do your thing for a bit feels particularly rewarding 


A further attractive prospect 6 the offer of 
simultaneous twoplayer action, with one of 
you control lir Xj (Һа boat its nol as reward 1g 
as бего the wakeboarder, true, but it's а 
welcome addition nonetheless 
Early code is promising and Edge will Газ 


continue to Keep an Close eye on this one === 
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Producer Akitoshi Kawazu is a Saga veteran 
joined here by several notable Final Fantasy 
luminaries. Any game that takes the road less 

travellad away from 'realistic visuals' is welcome 





Format. PS2, Xbox, GC, ВВА 
Activision 
r'eloper: Shaba Games, Small Rockets (GBA) 

Grigi us 
Release: March 200: 


—— Sr 


РАСИНГ 


FRONT FLIP TO MUTE GLIDE 


21 2250 


Edge obviously requires further playtime to draw 
definitive conclusions but early signs are good 


Format PC ; 


^^ Publisher: Таке2 
| _Беуердег: Рїегодоп / 
ҒА (АЛ! dei с ا‎ 





Hecreate those dramatic Vietnam film moments in what is shaping 
up to be a quality FPS. Barber's ‘Adagio for Strings’ optional 


olonel Kurtz, Captain Willard, Private Joker. Sergeant Barnes 
Sergeant Elias, John Rambo. It took some time, but film-makers 























eventually fell able to sensitively portray the Vietnam war, before 
turning it into-a backdrop for propagandist action movies. Yet software 
publishers stil find ita touchy subject. There have been one or two, of 
course, but it takes a thick-skinned company such as Take 2 to really do the 
war justice, and probably generate a tew headlines in the process. 

Pterodon has clearly been watching such films assiduously and, more to 
the point, current code is robust and captures the tension of jundgre warfare 
well, Unsurprisingly, cover is provided by a variety of vegetation: A living, 
breathing forest has been depicted well and the detail is breathtaking, Levels 
are open yet still retain а crushing sense of claustrophobia, Whispered voices 
and jungie echoes keen the player very much on 
edge and when a bullet shot does ring out the 
inital reaction is to dive straight to the ground 

Like Operation Flashpoint ittie damage can 
be taken before expiry and teamwork 5 crucial 
for progress. Health can be restored. for instance, 
П your medic is still aive to tend to the wounds. 






The jungle warfare is very tense indeed, with 
sounds and bullets echoing around environments 
with alarming authenticity. Survival depends on 
teamwork, although berserk rampages can also 
pay off for the very skilful, or the very lucky 


With over 20 missions, including hill assaults and 





river boat attacks, Vietcong could be very 
absorbing. Edge just hopes the possible 





addition of quicksaves does not spoil the be 
Edi EE 
good design evident elsewhere. lS 


Music from the period adds extra atmosphere, 
and guess what? Pterodon is even throwing in а 
sniper weapon to distinguish it from other titles 


Format: PS2, Xbox, PC 





| \ ES Publisher NovaLogic 
rf YO I~ um Vi 3 =: zi | Developer: In-house 
OS ІІ ЖАЯ Origin: US 





` Release; 04 (PC), 2003 (PS2, s 





The Delta Force series looks set to benefit from a historically 
authentic military campaign and upgraded Comanche engine 





—__] he latest instalment in the Delta Force series is not, as you might 

| anticipate, based on Ridley Scott's film, but actually based on the 

| book, the fiim and the historical background to the events depicted 

in the book and the film. It's even being developed with the assistance of two 
real-lite Delta Force veterans — one of whom actually saw service during the 
Black Hawk Down campaign (and indeed also advised the makers of the 
film). Such verisimilitude throws up its own problems of course — keeping a 
blend of weaponry that |в both authentic and retains fan favourites trom 
previous Delta Force titles, for example. 


















Another problem is getting the enerny AI to reflect the disorganised 


tactics of the Somali warlord forces — which is the bit of the game that still 
0 JN 


ІІ 


NNNM 


requires some work. Otherwise, it's looking very promising, with an enhanced 
version of the same engine used in the 
developer's Comanche titles enabling some 
positively huge (and appropriately authentic) 
environments. The opening sequence, seen 

fram the 
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vantage point of one оға fiotilla af 
The environments featured in Black Hawk Down 


are impressively large - allowing for same 
atmospheric set-piece sequences from the back 
of a number of vehicles, such as the initial 


helicopter gunships is particularly atmosphenc, 
and work § currently being undertaken to 


| 
N ues SNR 
nm GO YO | 
WAAR XP 


\ M Ne Fu helicopter ride to your first destination 


Ку” | : Lic ba 
| ia ensure that streets are suitably rubble-strewn. 


It's also been announced that the PC and Xbox 
versions will each benefit from online multiplayer 





“ғ 
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modes — though as yet there's no word 
regarding the PlayStation2 version. 


Format: PC, Xbox, PS; 

Publisher: Empire Interactive 
Develoner Sick Puppies 

Origin: UF 

Rolwase: Q4 (РС), 2003 (Xbox, PS2 
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Emm mm E от Fy к FII ré ny к=) Т کے حا‎ ү 
засһ ghosts to pong out a room, run rampant through corridors and put 


ve өт LAF ТТ n ee = Ailin ы A гъ ре وک کی | یکر کو‎ riv ¬ 
the microwave on tne blink. Ghost | М: aster iS Clear n tor the mi SC hievous 


| ts one of those ideas that you can't believe hasn't bean tried 
| before. Edge! first preview of Ghost Master (E110) revealed much 
فا‎ bout the lone and humour of the game but there were ууситев 
about the level of fieedDllity within the system 
















The good news ts that Sick Puppies is ensuring that depth is iayered 
into the game Dy gung the player many obiecoives, васл with multiple 
Solutions. Indeed, mortais must be subtly manipulated and scaring then 
witless will only lead to failure. Іп an валу scenario, based on “Тһе Evil Dead 
movie, an ancient tome is locked in a basement and must be discovered 
by the spanked humans. А key is hidden but you can draw a mortal near 
to it Using a Fascinate spell or even move Ir around telekinetically. 
Alternatively, an Apparition can draw a braver member of the posse to an а 
thal іс hidden outside in the woods. H the 
motas nerve still holds out the door to the 
basement can then be hacked down 

Solutions largely depend on which ghosts 
you select from the ‘bench’ for each level, and Many of the missions involve freeing ghosts who 
can then join your posse. Completing tasks 


allows them to gain new abilities, so it's In your 
interests ta form your favourite dream team 









it's unlikely that any two players will finish the 
game having used the same techniques. The 
formula is open to great customisation and 


you can depend оп expansion packs it the 





game takes ой. Expect Ghost Master ti 
The mortals use an incomprehensible babble in м 2 


their communications, but the wavy lines above QUIS! Cree ito Docular гала Ines s hee 
the heads indicate how scared they actually are come its release day. سي‎ 





Fornat: GBA 

Publisher: THO/Sega 
ere per: Realism Stuches 
Ongin: UK 

Raksasa: 2003 
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It's Super Monk ey Ball. but on the ОВА, And not in some sort of 
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bastardised top-down form; in glorious Mode 7-style ЗІ 
B һе handheld conversion of Amusement Vision's monkey : HILL me AN NLET ere 
aT i T M dn — = ч z _ жа а д = Т! Se OnE A |оооооо ik | қ EE md - stat 
| masterpiece was sighth y SIA Wad) al ct. largely Jy tne prospect or SCORE чооооо -- "АМ, irae we T үнү, UA н 
| | Ml “ie van 
reai-ite (well, polygonal at least) Monkey Tennis on more advanced зай ПТ УК eR NUR Ae AN 
1 Ut түлігі,” LW 
hardware. The technical promise shown by the UK-develooed port was ONU SUE 
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hough., duly noted бу members of the jourmmalistic tatemty, shortly belore 
someone handing out fred T-shirts captured the collective attention. But | | 
having had ra ltestversion thrust into our hands in а murky Manchester "n E қ AM " " io T | AW т "Wi T | w 
nightclub, Edge can attest that it's а breathtaking translation, featuring almost | 
evary element of its GameCube prototype 

Mode 7-style graphics are sublime throughout, and the degree of control 
Б às nuanced as that of the GameCube prototype as i£ 5 reasanabla to 






expect on Nintendo's handheld; a semblance of analogue control is imposed 


au ОАЕ Гаара арав 


pon the digia pad of the GBA Dy pressima 
Dutton A or E, which either increases 


н аата 
Oecreases tha speed with whch levels are titted 
And on top of 60 main levels, spread out over 
beginner, advanced and expert sections, several 
Developed in the UK, Super Monkey Baill Jr. is а 
testament to some serious coding skill. Every 
single element and characteristic that went into 
making the original one of the best games to be 
found on the GameCube is present and intact 


minigames (Monkey Fight, Monkey Bowling and 
Monkey Golf) are included - and can be played 
either using a link cable or passing а single GBA 


around. Super Monk ey Бай Jr. в not just 


technically impressive; it's genuinely fun to play 
3 Me Many levels are familiar enough, though it's not 
When it's released, those proverbial train Ne : is 
. зе ргоуегош træ EEE. ERITA сү just a port of the GameCube title. Thankfully, as in 
journeys simply won't be the same again Li the original, there's even a credits minigame 
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Prescreen А 


Colin McHae Rally 3 


Plays exactly as you'd hoped and displays the 
kind of attention to detail you've come to expect 
from the Warwickshire team. All that's left is for 
Colin to win the real championship this year 


Wolverine's Revenge 


Format: PlayStation? 
Publisher: Activision 
Developer; Genepool 






















Initially designed at GE when PenPen Triicelon 
came out, team members have since ined 
SCEI. Travel to 18 planets and try landing one 
of the 150 'fish' using your rod (DualShock?) 
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Fomai Play Stationz 

Ришва SCE 

Jevesloper- in-house 
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| This month's announcements and updates... 


Fr 


World Rally Championship 02 


Format: PlayStationz 
F i) rhe a, SCEE 
Developer: Evolution Studios 


A rewritten engine allowing four times the 
amount of roadside detail, 800кт of track, 124 
stages, 14 countries, the implementation of 
streams and fjords and due out this November 


Dark Chronicle 


Format: PlayStation2 
nar: ӨСЕ! 
laper in-house 


Брате. Mintendo 
Developer Amusement Vision in-house 


The latest shots from the F-Zero next-gen 
update show more promise than the admittedly 
worrying video shown at E3. Not that Edge 
would ever doubt Nagoshi-san's team, of course 


Mercedes-Benz World Racing 


Format: Xbox, PC, GC 
Publisher: ТОК Mediactive 
Developer: Synetic 








It has issues (namely camera and unconvincing 
boss encounters) but there is promise: group 
attack combos, a decent arcade feel and a good 
sense of pace. It's volced by Mark Hamill, too 
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If you've never played ХІ (Devil Dice), one af the 
PlayStation’s best puzzlers, here's your next-gen 
chance. The title (a play on words for 'saigo', 
meaning 'last") would suggest no further sequels 





set 100 years after Dark Cloud, time-travelling 
duo Yuris and Monica face a new advefiture. 

Incarnate monsters to obtain vital information, 
fish (and access minigames), Out in November 
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Needs tweaking but interesting touches are 
promised. Тһе licence allows the inclusion of 
(highly detailed) vintage, racing, prototypes and 
current models. November release (GC, TBC) 
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Mojlonioon 


е who tears up the rule sheet and brings some 


mm 


A 


There’s always one. A creati 


s i 


much needed originality into the world. Meet Masaya Matsuura, designer 
the industry's most vibrant games, and creator of possibly its weirdest to date 


ts been hell to develop." And VAAN CTV 


\\\ WRAL \ |! М 
John Belamonte, lead NA MM 
| үк MONI 


11 programmer on Mojibribon, is QA E 
absolutely right. The game is doing 

something unusual, very unusual. But 

that's exactly what you'd expect from ҚЫ 


LY Ak 
Masaya Matsuura, the designer of NN NN 


one of the most onginal and eccentric MM 
titles in recent memory in Vib Ribbon. WM 
And to get your head around his latest 

ODUS, it's probably best to take 8 
gentle skip backwards first. 


"What was fun with Vib Ribbon 


A = 4-ға AN Ox? dec 
reflects. “Uf cour use classic: 


music and you would пої get much 






fun, especially if you have lor 


monotone sequences in the track The visual effects, such as blotching ink and 

This gives you a very poor score. But dripping colours, add an elegance to the action 

even that was fun because you could 

try out all the CDs in your music powerful platform. On and ай, 

collection and expenence the Mosbribon has been a long ime 

vanations. Anyway. | wanted to nd a п development 

much wider concept. Мо и оп uses 

esiser which is based Text PS 

on the use of text files. So, let's have But to the game. Belamonte is keen to 

fun with text files. That was my idea." аха the processes behind the 
Belamonte, глеам, loos strange and haunting images washing 

on. It seems that. while Matsuura-san across the screen, "It is close to Vib 

dreams up the crazy ideas. Belamonte ibbon in that it's à very simple game 

Б tasked with maxing the technology to play, but this has a very diferent 

bend to nis will. indeed, they nad taste and very stylish visuals. 

both toyed үйіп the idea of developing Mojibribon does not work with an 


this kind of voice synthesiser program audio CD. This time the only form of 


for the PSone, even going so far as to input is text. Japanese text. And the 
мів сосе and паме п up and program responds to the text m а тар 


burblng', but they were never pattern. As you are playing, the game 
satistied with the results. When adds backgrounds and music as well 
ӘСЕ announced PlayStat юг ts really something new." 

осіп men immecceatelty wanted TO п essence, then, Mosibnbon is 
realise the dream on this new, more about tha ал of caligraphy. You 


choose опе of three characters That 


must traverse coruscating ink clouds 


Pomat PlayStation2 and paint delicate text for the 

Publisher: SGEI euntis 
cy 

oper: NanaOn-Sha 


analoque stick is required for this. 


Grigi- Japan 
Ы When your character nits а certain 
Release: Winter 


mark you сап begin to string text 





together and the more you push on 
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Тһе jiving music responds appropriately to your 
you to string more sophisticated text strands 
together. Unfortunately, Matsuura-san is still 
scratching his head as to how the system can 
be translated for non-Japanese readers 


the controller the ‘fatter’ the writing 
becomes, If you push gently the 
writing begins to fade. An ink meter at 
the left side of the screen indicates 
how much fluid you have left for each 
section, though jumping at key points 
will replenish your reservoir. 

The game is structured like a spiral 
and divided into chapters. Each stage 
is even represented by the stones that 
the Japanese unearth from ancient 
rock formations to make their ink. 


"Only when Japanese children go to a special school to 
leam calligraphy do they understand this beautiful aspect 
of their own culture. We wanted to capture this" 





Writing text in 1 to the music is 
important and the character evolves 
if text chains аге strung together 
successfully, But a mere description 
does not do Matsuura-san's 
kaleidoscopic vision justice. 
Calligraphy is а gentle and stylish 
artform grounded in a philosophy that 
nas waned over recent years in 
Matsuura-san's country. “It has 





The text is written by making gentle pushes 
on the left analogue stick. Too heavy and the 


ink is thick, too light and it can tade away 


AM 
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centunes of history, an interesting 
history that we wanted to merge 
with pop culture. When | looked in 
the foreign book stores in Japan. 

the caligraphy books were full of 
misunderstandings and false images. 
So | hit upon the idea of introducing 
these errors and mistakes. We had 

a lot of fun. 

“You see, nowadays the Japanese 
have no sense at all when it comes іс 
caligraphy. Only when children go to a 
special school to leam the art do they 
understand this beautiful aspect of 
their own culture. We wanted to 
capture this. We even had to build an 
engine for the game to handle our 

The text is processed by what the 
team endeanngly refers to as the "rap 
engine." Using similar voice 
synthesiser technology to Vib Ribbon, 
the NanaOn-Sha team then built 
another program alongside that could 
create the rap patterns. The difficulty 
was not getting the voice synthesiser 
to interpret certain text, it was getting 
it to interpret all text. And more: the 


EDGE +11 





team 15 now working on a custom 
mode that will allow players to edit 
their own stages in addition to the 
ТВ already included in the game. 
Matsuura-san wants to deliver 
Which brings us neatly on to the 
online aspects of the game. In fact, it 
quickly emerges that the online option 
wasn't an afterthought for NanaOn- 
Sha but the driving principle behind 
the vision. "Our goal is to offer users a 





As the text ‘wheel’ rotates certain symbols appear. It is here that the 
player can jump, for instance, to acid more ink to the ever drying pot 
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John Belamonte 
Ел DOO ante 


system so they can exchange emails 


continues Matsuura-san excitedh, 





fes. the text file wil actually become 


a stage and the person who gets this 


атап wil һауе to clear the stage 
before they can read it. This sounds 
ambitious but we are confident we 
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Even before Halo was released rumours of a sequel were zipping around the 
Internet, but for nearly a year Bungie has remained tight lipped. Until now. 


Prepare yourself for revelations on the most anticipated videogame of all time 


[— —1 hink more weapons, think 
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| environments. think more 


alien types, think better Al. Think in 
these terms and Halo 2 will not let you 
down. But Bungie's take on the 
firstperson shooter was never about 
delivering more of the same. Still, 
there's the sense that some people 
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Enioyable, yes — but revolutionary? To 


understand why the changes going 
into Halo 2 will comprehensively 
improve the expenence It's important 
to underline what made Halo so 
special. And here's a clue for the 
Prüstnes that occasionally narancdque 
Edge: it was never about including 
stupidly elaborate weapons 

"| think one of the reasons why 
Halo appealed to people is because it 
ignored a lot of the structure that has 
become entrenched in the genre," 
says Jaime Griesemer. lead designer 
on Наю 2. "1 think people арргесаѓес 
tne purity of the experience - ont, 
uiv. TX] TAO weapons, regener aing 
health, grenades and then гпеіее 
attacks that were always available." 

It's almost a flippant remark and 


one easy to gloss over, but its the crux 


мпа made Halo's combat awe- 
nspiring. Weapons were supreme 





Although the recent video released on the Internet shows no true in-game footage, the tone and style 
of Halo has clearhy been maintained, But will Malo 2 be more of the same? Plans to overhaul the AJ 
and introduce more interaction with the environments should provide an even deeper experience 
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imorove your chances of survival 
Plasma Pistol and Needier Gun 
against Elles, Assault Rifle and Pistol 
against the Flood, Sniper Rifle and 


KS Launcher in Іле expansive 


Format: Xbox 


Put 


ришет Microsoft 
Ooveoper: Bungie Studios 
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outdoor arenas. Depending on the 
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Тһе player eventually moves 
deep into Covenant home 
territory and Bungie is to 
communicate the transition 
with suitably eerie alien 
constructions. Replay 
incentives will also be 
introduced to entice players 
through the game again. Not 
that many will need them 
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"It's going to be great when people get to play Halo 2 and 
then go back through Halo with new eyes and see all the 
hidden clues and connections they never noticed before" 


“There were lots of things in Halo 
that were part of a much langer 
universe," continues Gnesemer. 
"Nothing was random, everything from 
the patterns on the Elite armour to the 
narnes of the Covenant warships and 
the structure of Halo itself are part of a 
context that was not fully explained, 
but will be further explored in Halo 2. 
We were thinking about Halo 2 
throughout Halo's development. It's 
going to be great when people gat to 
play Halo 2 and then go back through 
Halo with new eyes and see all the 
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Buggy bike 


Along with the Govenant Shadow and the new 





Warthogs, а new АТУ is being introduced to 


% 


Halo 2 and its increased agility ts sure to thrill 









more reckless players. All the vehicles should 





make it into the expanded multiplayer games 
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The Warthog (original Halo model shown).is getting a makeover and you can expect three new versions: the Jungle Hog (camouflage X | ж, ТШ. 
т "| ғ A 3 Е ي“‎ қ M p Гы 4 

pating cover, no windscreen, foliage protection bars, altered tyre tread), the Snow Hog (enclosed cabin complete with working doors, | > ИТТЕР 

Snow eadi and the Troop Hog (mo tumet, transport tor four to sis marines, reinforced аа bumper), These-.are all in-game modes 






Pleased to see me 


Introducing new weapon 


mie and (he assaut miaj makes тп 
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automatic weapon that can fire t continues the story of Master Chief 
caseless ammo. Also, you can and Cortana, the powerful Al that 


probably expect new Covenant әде his armour. Afte: 
ordnance, though what the Brutes 
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(Again, all shots are in-game models.) 
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The further the player ventures into 
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Halo was criticised for its 
repetitive geometry, but 
sketches suggest that mare 
detail is going into the 
environment design for the 
sequel. The team claims the 
locales will be a lot closer 
to the concept art this time 


and on the hidden motives for their 
attacks against humanity.” 

The Proohets, in particular, will be 
an interesting addition to the Halo 
bestiary, promising unique attacks and 
a greater influence over the other 
Covenant forces. And just as the Flood 


delivered a shock to the system in Halo, 


Bungie is to introduce at least one 
completely new alien race to provide 
those three-way battles that epitomised 
the excellence of the first gama. 
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Bungie has gone against 
the grain and is attempting 
to cut down poly counts 
while maintaining the style 
and detail of the first 
game. This is to ensure 
that battles and epic set- 
pieces are even grander 








Intelligence test 
Bungie has been busy completely 


re-writing the Al routines for Halo 2. 
Expect enemies to react en masse 


ta threats and use scenery and 


vehicles to either provide a greater 
advantage in killing Master Chief or 
tor enlisting help from others. 





Because it is viewed in-game so close to the screen, the scope of the Battle Rifle contains 
more polys than the Master Chief model, Getting the weapons right is of primary concern 


Tentatively labelled Brutes, this 

new breed of foe Is likely to offer 
another layer of depth and variety to 
the experience. 

Bungie is keenly aware that 
expectations are high for its sequel, 
hence the philosophy of concentrating 
on беріп rather than simple expansion. 
“The main objective we want to achieve 
with Halo 2 is to take the unique 
combat experience and put it та 
more interesting context," adds 
Griesemer. "Most of the combat in Halo 
was driven by story elements — simple 
‘get from point A to point B’ objectives. 
We want to provide more interesting 
situations and goals in Halo 2. So we're 
focusing a lot of attention on our 
mission and environment design, taking 


what we learned from Halo and using 


that to make Halo 2 as varied and 
deep as possible.” 

In real terms this means that there 
will be much less replication in the 
environments, the one element that 
receved criticism in the onginal, 
Climates will vary, there will бе more 
exterior locations with vegetation and 
every location will have a “function and 
a context.” Although Bungie would 
nether confirm nor deny that complex 
cities are to make it to the sequel, the 
fact that the the scenarios are to be 
more “organic” with aliens and marines 


“We're focusing a lot of attention on our mission and 
using that to make Halo 2 as varied and deep as possible" 








The Shadow, а new Covenant vehicle that 
is able to carry up to four Elites into battle 


interacting with their environments in 
more sophisticated ways, hints that the 
developer is going іп this direction. Fat 
Halo 2 the geometry isn't replicated, 
the level shells are built and then filled 
with detailed objects to make each 
space unique and interesting. It's a 
process that required a complete ге- 
engineering of the game engine. 

To bolster the sense that the Halo 2 
world is operating independently, there 
will be an overhaul of the Al (something 
that was hardly shoddy the first time 
around), "At GDC this year we did a talk 
on Halo 's AI," reveals Griesemer. "This 
means that we had to come up with a 
whole new batch of secrets for Halo 2 

"In Halo the Al concentrated almost 
exclusively on shooting enemies and 
not being shot. In Halo 2 we are going 
to extend the Al's ability to manipulate 
its world and move through the 
environment in intelligent ways. We're 
also improving the Al's ability to make 
plans and react to enemy tactics on a 
larger scope, so entire installations will 
respond to the player's attack instead 
of just the enemies in the room with 
him. In Halo 2 Al entities will be able to 
adapt to their environment. 

But expansion junkies should not 
De Mee. Yes, the game will be 

gaper, but there's a list of expansions 
о assuage those more impressed by 
box stats. Along with those extra 
outdoor environments will be anew 
sniper weapon, a sub-machine gun that 
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Shadow, a new Covenant vehicle 
capable of carrying up to four Elites 
And these are just the new elements 


Bungie is willing to divulge at this stage. 


Saturday night live 


The announcement of Xbox Live (see 


рб) raises questions about the game's 
multiplayer features. Halo remains a 
tim Edge lunchtime multiplayer 
favourite, but while it's unlikely that bots 
are doing to make it to the sequel, there 
are compensations. "The main focus of 
our multiplayer efforts on Halo 2 is the 
squad-oriented, two-team online game 


It will fature Human Spartans versus 
Covenant Elites and will attempt to 
capture the oneplayer Halo experience 
in an online setting. Instead of the 
garnetypes of Halo, the online game will 
be a real battle with real objectives, 
supporting events such as airstrikes, 
and lots of carnage.” 

This will all зе supported by the 
Xbox Live network, Bungie is keen not 
to replicate PC multiplayer gaming, 
where players often feel isolated as if 
"playing a game by yourself, but the 
enemy characters have their own Al 
supplied by other humans.” Griesemer 
wants players to feel like they are sitting 
on the couch next to each other though 
they could be in another state. To 
achieve this the cooperative element 
will be the focus, and you can also 
expect the Voice Communicator device 
to play a large part in generating this 
sense of close collaboration. 

One year and counting. Yes, if 
Bungie hits its targets then this time 
next year we'll be very aware of how 
successful the developer has been at 
layering even more depth inta the 
experience. The fact that the focus is 
firmly оп making the Al more reactive 
and improving environment complexity 
is a positive sign that Halo 2 could be 
just as monumental as its predecessor. 
The wait is going to be agonising, but 
it's testament to the quality of Halo that 
its the only FPS that can keep из = 
going until winter 2003. (2, 





А Prophet sitting іп an anti-gravity throne (left). Their 
headdresses are unique so you're able to identify 
individuals. A damn angry ape (above). Probably dirty, too 


fires caseless ammo, three new marine 
ATVs suited to differant terrain and the 
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N | 1 dancegames entertain as 
much as they intimidate. 
Edge travels to London to 
meet a group of dedicated 
dancers, and sees what 
happens when rhythm 
action meets devotion 
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their friends and their friends have brought 


rom ‘The Complete Unofficial Dance 


URN ^ Dance Revolution Series FAQ, version 
| К! 8484 / 


their friends, and so оп. No big deal = it's a 





0.573", on the subject of injury: 

“Blisters. Symptoms: sore feet consisting 
of localised pain in one particular area of the 
foot, including toes and arches. Affects: 
most of your foot. Occurrence: playing for 
2-6 hours. Diagnosis: look at your feet. 
When playing DDR, blisters generally 
appear on the sides of your feet, just on the 
inside bottom half af your foot (barely up 
from your heel), оп the insides or your toes 
and an the area under your toes." 

Itis a Saturday afternoon at the start of 
summer, and there are between 60 and 70 
people gathered around the Pump it Up 
machine at the Trocadero's Funland. Edge 
has arranged for a handiul of them to be 
there so the photo shoot goes to plan, but 
this is social gaming, so they've brought 
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Saturday, and most would have come here 
anyway. The group swells with uninvited 
onlookers, people drawn in by the sight of a 
crowd, but fixated by the performance. 
When the dancers eventually move to the 
other machines the crowd dissipates, 
disappointed. The Troc gang flocks, the 
crowd reforms somewhere else. This is not 
unusual. This happens every Saturday. 

Not just here, either — there are thriving 
pockets of dancegarning in arcades across 
the country - but London is as good a 
place to start as any, if just for the diversity. 
There are three dancegames in Funland, 
Dancing Stage Euromix, Konami's 
European version of Dance Dance 
Revolution, is the best known. That's not 
surprising, since as well as being the 











Shane Henry 

Dancaegarnas fact: Shane's five 
favounte DDR songs are “Stomp 
to My Beat. Пат Darirarn’, 
'Afronova', "Dub-d-Dub', and 
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Kev Chan 


moves yoursel rather than 
copying. | mostly 1ке to break 
and pap" 





P os mem ғұ reme Жұғу жер ume 
LAancaengarmes mot sees (he 


future of dancegaming as “untold 


mumos or sensara thal seg 
how WOU actually dancg апа 
Score you according to that,” 


Не can't wait 


original dancegame, its the only one 
available for consoles. It's also physically 
the simplest, superficially at least. There 
are four pads — forwards, backwards, 

left and right = and arrows move up the 
screen in time with the music. Hit the 
pads at the right time and you get points. 
Miss and you Тай, 


Sensory overload 

That rule holds for the other two machines 
too. Pump it Up and EZ2Dancer are the 
Korean rivals to Konami's six-year-old 
senes. Pump it Up offers five pads instead 
at four, placed on the diagonals of a three- 
bDy-three square. It is the geographical 
inverse of Dance Dance Hevolution 


EZ2Dancer is a little more complex. 


Тізеге аге three feet sensors in the centre of 


the machine, each one a third of a large 
circle. Those are complimented by chest- 
пап movement sensors, stubby metal 
outcrops just in front of the pad that detect 
moton immediately above and below. The 
Sensors are designed to be activated by 
hands. That would be too simple 
‘Bruising. Symptoms: localised pain on 
a body part. Affects: pretty much 
anywhere, Typically hands, knees, eibows 
or head. Occurrence: hands bruised when 
arrow pads are slapped, ог missed and 
metal is accidentally slapped. Knees 


bruised when 'knee drop’ performance 


moves are perforrneg incomectiy especially 








when (he metal triangle-shaped part on 
each comer of each arrow is accidentally 
contacted. Head bruised when screen or 
buttons on cabinet are butted too hard." 
There are two ways of playing 
dancegames al the top level: stepping and 
freestyling. Steppers are orthodox players 
who play by the book. They set the 
difficulty to the highest level, and the arrows 
scream, and the feet fly in stupendously 
fast patterns. IL is as the game was 
onginally intended - a test of agility, 
reaction, and as impressive as it 15 
intimidating. But it is not what Edge is here 
today to see. It is not what bruises. 
Freestyling involves taking the difficulty 
level down a few notches, but adding style 
and aerobatics, Pacis are hit by knees, 
hands, heads. Anything can activate the 
sensors; the wilder the move, the bigger 


the reaction, and the more respect the 
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dancer gains. “Freestylers are the crowd 
pleasers,” says Jonathan Chan, one of the 
players playing showoff “Steppers go lor 
the harder difficulty settings, but freestylers 
show all sorts of different skills. I'm not too 
adept at stepping, I'm good at freestyle." 
They ай are. There is a moment midway 
through the afternoon when Winson Ting 
selt-styled as modestly good (most would 
claim that he's substantially better than 
that), has his face pressed against the 
protective glass of the Pump It Up 
machine, his body lying across the start 
buttons on the lip of the machine. its not 


entirely clear why he's doing this, but the 





crowd take it as nonchalantly as they have 

any of the day's action. There are murmurs, 
giggies, as the music begins and he twists 

himself down onto the pads. 

Another example. Each machine also 
has a steel баскраг which becomes а 
crucial part of the self-set routines. Perhaps 
it is designed for balance, or to stop 
onlookers from encroaching onto the 
playing surface. Onoe you have watched 
freestylers play it is difficult to imagine it 
being used for anything other than vaulting, 


twisting and flipping. It comes in particularly 





useful on EZ2Dancer; rather than activating 


the moton sensors with their hands. 
players pivot off the bar and use their feet 
to break the beams of light, often passing 
over both sensors in one graceful 


movement. it is something to see. 


Making moves 
And there are more. From the moves 
dictionary оп dancegames.com, “1807 
тіле air. Bar stall to 360° revert. Pyramid 
spin. Matrix walk." The last involves 
jumping up, running across the machine's 
screen, and then grudgingly allowing 
gravity back into your life, Shane Henry - 
who we-will meet again in a moment - did 
that once, and still calls it his most 
impressive trick. Curt Chapman? “An 
accidental front flip. It was supposed to be 
a handstand, but it got a good response 
from the crowd. Although | was a little 
shocked." He'd like to be able to do a 
Dackllip someday. Dangerous, apparently 
Jackass culture declares thal итееуаги 
Whatever. Tinng 

"Eneray Depletion. Symptoms 
faintness, loss of awareness. Lack of 
physica! motivation to play even if you want 
to. No strength. Able to do a song until one 
becomes confused, starts stepping in а 


swaying, stunned «ind of motion, and 





generally feels unhealthy. A general feeling 
of loss of energy. Occurrence: usually, but 
nat strictly, at home. Continuing to play 
could cause giddiness. or possibly even 
cause one to pass out. Affects: the ability 
to play decently or comfortably." 

Shane Henry 15 running. А minute before 
he was dancing on the Dancing Stage 
Euromix to "Luv to Ме; a hyper sice of 
lachrymose Japanese techno (you said 
that you loved me/look at me softly/you 
kissed me and heid me ай night so tight") 
Two minutes before that he was discussing 
plans with friends; there is a shrug, а nod, 
pound coins go in the siot and the music is 
chosen. It starts, and the arrows come. 

Halfway through the song it is clear 
something is going to happen. The 
cognoscenti start screaming at the crowd 


to move out of the way = not aggressively, 


вае ы 


but grinning, excited. Shane glances back 
at them, and then, just as Ihe song reacnes 
a break and there is some respite fram the 
flood of arrows, he swings around the bar 
and starts to run away from the machine. 


Which is why Shane Henry is running 


Running man 

Не keeps running, right until he reaches the 
back of the room, some 30 yards away. For 
a moment һе disappears as he loops 
around the back of the escalator, then 
reappears hurtling баск towards tne 
machine. The arrows appear on the bottom 
of the screen again, start to flow upwards. 
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the confidence to try 


leaming new styles, 


new techniques” 








KitKat 

Dancegames fact: The most 
enthusiastic of ine dancers, and 
effectively an Liniofficial chearna 
for the Trocadaro crew 





Alvin 
Dancegames tact: None. Very 
enigmatic 





Jonathan Chan 


Dancegames fact: describes 
his dancing style as “streetstyie 
with some popping. locking 
ANG bouas 


059 2 





Danoegames Tact owns an 
impressive jacket with red 
tassies sales Dur and sweep 
ӘЛІП аай spectacular move, it's 
ike ССГ пурс 





Jangho Kwon 

Dancegames fact: Loves the 
diversity of dancegames. Claims 
that he once saw a 4C-yenar-old 
man dancing better than him 





Winson Ting 


Dancegames fact Winner of the 
national DOR and Pump titles 
Causes murmur of excitement 
to sweep the room when he 
insere con 
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Shane must reach the pads before they hit 
the top, but he is close now — maybe five 
yards away — crowd buboing with Geagnt, 
twitching ther heads between him and the 
machine. He leaps, places his hands on the 
back-bar and leaptrogs it; as he comes 
down, the arrows come up, and as his feet 
hit the pads (he beat hits too and the 
machine flashes up 'Perfect'. He continues 
to dance, and everyone is cheering. 

Shane will later do one song on Purnp it 
Up on double [playing across both pads] 
and invisible [playing without any guiding 
arrows]. He ignores the screen, not that it 


offers assistance anyway, and faces the 


audience throughout. “| think I'm alright,” he 


says. "But there's always room for 
improvement. | never really used to dance 
before, but playing dancegames gave me 
the confidence to try it, and now I'm 
learning new styles, new techniques." 


Community spirit 

Winson Ting claims dancedgarmes пер 
players maintain concentration skills and 
keep fit and, faced with examples such as 
those described above, it's difficult to 
argue. They are utterly compulsive, entirely 
hypnotic. While beginners may (wrongly) 
class the atmosphere as intimidating, the 
show-off culture isn't aggressive. Players 
heip players — "We play for fun, encourage 
each other to raise our game,” says Ting – 
and newcomers are welcomed. 

"It's so good to see so many people 
coma together because of one love," 
agrees Jangho Kwon. "i've had so many 
experiences, made so many fnends, done 
so many things | never thought I'd do. It 
has changed ту life. | can't really explain it 
in words..." A bit like the hypnotic rush of 
playing; past the beginning, there is a stage 
where phrasing links directly to your legs, 
and you don't have to think. Reaching that 
is important. Hours past that, though, there 
is a stage where the legs stop to work, and 
while the arrows keep going, the feet refuse 
to follow. It is still difficult to Stop 


Sometimes you should. 





м, SO many 
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experiences, made 


o many things | never 


Jy 


thought I'd do. It has 


= 


chang ШЕ za miy ІШ з. 
| can't really explain 


itin words...” 


"Pneumothorax - collapsed lung. 
Symptoms: extreme pain in one lung. 
Difficulty in breathing, particularly when 
bending over or lying down. Inability to 
exert yourself — ie to play DDR. 
Occurrence: perhaps not caused by 
DOR at all — I'm no doctor, but it seems 
to me that it is stress on the lung that is 
the cause. There is no way to avoid this 
It usually strikes suddenly with absolutely 


no forewaming. Affects: the ability to 


play. Period.” 


Stupidly extreme, obscenely unlikely, 
but oddly appropriate. When it takes a life- 
threatening illness to stop people from 
doing something, you know that someting 
has to be sublime, Witness It — thrill in 
the crowd — and you'll have an idea 
Then it follows; you become part of it, and 
you don't want to stop dancing either. s-— 


Not for anything. 
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Manoeuvres 


Game sound used to be a mixture of midi bleeps and squeaks, 
Now, however, the purse strings are being opened and full 
orchestral sessions are the order of the day 


Eae а аалда чачар ача کک‎ 


ull, you can hardy get gown th Dr 
to tne control room, jam-packed as it is 


min double bass, celo and even har 
cases. "Wa were going to have 66 players 
Dut decided to add an extra set of strings 
10 аме us more power to compete with 


tha percussion,” explains an axcited 
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7 players shuffle in their 
seats, checking the score which they 
haven't seen before. Veteran conductor 
John Scott attempts to settle them, They 
put on their headphones, making sure al 


mopilla phones are switched off. “Should we 


< Обе 





have а bass clarinet in bars 22 to 27?" 
someone queries. Scott wanders off to the 
control room to ask 

In Vancouver, at the other end of an 
ISDN line, is the composer Jeremy Soule 
with his arranger Larry Kenton. Some 


discussion and much turning or scores 


ensue before everything is sorted and the 
c E = P Hee 
Fnühnamnonia _тспеѕіга Са ittempt its rst 


run through of the 124-second cue entitied 
‘Burrows’. it's a magical piece building on 
the themes of the previous film score. It 
also has a hint of Christmas about it, which 
is appropriate as it will be the first thing the 
millions of players of the game will hear 


when they start playing, this Christmas. 


The band plays on 


Р " ESI 
Af аа! in Ey Will! why Т ЕНІ JETT Ty жиде 55 

- bls T miley iim m ems um Р - лыт 
inally happy with the recording. He rejects 


several takes, asking for minor adjustments 
here and there, Alter another run througn, 


one of the cellists asks whether he should 
be playing G natural or F sharp In bar 22 
There's also an issue with the keys of the 
music tor the duet between (he plano аги 


the celeste, which don't seam to work in 


Bn ШЕ Ги I NIU Ty tT firs ITa E S 
aways the longest to get nght, someone 
Odys Es [ mE 1 ] ят) СЕ Tiger hk FOL 
takes and 40 minutes later howeve 
everyone 15 content. 115 time to move onto 


another arrangement. It's a S2-second cue 
tor the in-game quidditch match. 

"It was a bit intense, wasn't it?" says 
Laviers a couple of days later, “A good 
orchestra is supposed to be able to do four 
minutes of music per hour but they tell you 
to кеде! for nine minutes over three nours 
ust to be on the safe side." Lawers 
managed to get екті minutes Competed 
(0 everyone S Satisfaction within two NOLES. 

was worried because the conductor told 
me the second cue they had to record was 
one of the most complicated scores he's 
ever seen,” he continues with a grin. "I 


think that was Jeremy flexing his muscles 
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Sound session: Halo 
пазл ї thought about the music Tor Halo when | nad to put together something for the ‘MacVVorid 
movie in 1999,” recalls Marty O'Donnell, Bungie's audio director. "We wanted the movie to give the viewer 
a sense of epic scale and as weil as the feeling of something ancient and alien." The result was a mixture 
of orchestral (epic), Gregorian chant (ancient) and Оуғай! chant (alien). "I only had a few days so 1 went 
with my first instincts," says O'Donnell, who cut his teeth with the score for Aven 
The composition occurred іп Bungie's sound studio using Pro-Tools and the usual array of keyboards 
and samplers. The live recordings were carried out with members of the Chicago Symphony Orchestra 
and Chicago Lyric Opera Orchestra. O'Donnell and collaborator Mike Salvatori also added their vocal 
talents And budgeted at an estimated $40,000 in terms of external costs, the price was relatively cheap i 





Everyone agrees that games development in games. "Not only does it increase the “Our mantra is this quote from Steven Spielberg: ‘Sound 


needs to mature, and the use of orchestras sales of games but it-can produce 


is one example of that transformation in extraordinary incremental income to and music make up more than half of communicating a 
action. Not purely because publishers are companies," he points out, citing James 


prepared to cover the cost, or even that the Horner's ‘Titanic’ soundtrack as the story, greater even than what you are seeing" 


hardware itself can support the high-qualiby ultimate example in the film ind 


playback of a 77 -piece orchestra but predicts that a game soundtrack will Socr in Japan, it's common for game 


DecaLise, 41 us respect at least, games аз sell between 100,000 and a million comes soundtracks from series such as &henmue 


an entertainment medium have reached а aO0meday а COMPANY will De trec T ru eH ГЕП ЕУ =! мало 10 Па гшде] 
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Steven Spielberg: 'Sound and music maturing, this company will start producing JS release, as has Marty O'Donnell s 


таке up more Than пай or communicatirkg anc reiegsmo singies written specmcaliy tor 
а Story, greater even than wnat you аге a game. wnicn wl emoy traditional racio 
sesing," says Bob Rice, CEO of Four airplay pnor to the game being released." 
Bars ntertainment. the US ma ager ent Ат d yet ina sense these propnecies 
company tor many of the rising stars of have already started to be fulfilled 


game sound composition, including 
Jeremy Soule, 

A veteran of a career in the music 
industry, Hice is a strong evangelist of 


ine power of the highest quality music 


а. 
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Sound session: Metal Gear Solid 2 


“Тһе main difference between working on a film and MGS2 was there was very ІШів personal contact 


involved,” says Harry Gregson-Williams, composer of the game's score. "I'm used to having people 


sitting in the studio so | can watch them react to what they are hearing." There was also the issue that 
there were no moving images to work with. In this respect, Gregson-Will 
exposure to games may have been an asset. He hadn't played Metal Gear Solid, or even heard any of its 


music, so he approached his composition іп a cinematic way. It v what game director Hideo 


Kojima wanted. After all, the film buff had sent Grec -Milliams a CL) ‹ 


us pieces nil hia 


film scores with a note saving. "This & what my game.” “Hideo knew exactly what be wanted 
from me," Gregson-Williams confirms. ° 


t would be emailed i 


n the follow wih any comments 
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лаводатвв, says Harry Gregson- 
Williams, who has worked on scores 


such as ‘Enemy of the State’, ‘Shrek’ and 


| perhaps most famously, Менді Gear Solid 2. 
“Тһе last game | played was probably 
| Pong, he confesses, 
Luckily when a package arrived through 
his door from a certain Hideo Kojima, one 
\\ 


ot Gregson-Williams' assistants knew what 


меча! Gear Solid was, otherwise the 





& composer would probably have thrown it 


"| don't think most Hollywood film composers 
, play videogames," says Harry Gregson-Williams. 
“Тһе last game І played was probably Pong" 
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oul | cid take ї very senousiy and | would 


be interested to do more work for games 


as long as it wasn't doing the same thing 


мег again” 


LA instrumental 
n a similar way EA is using Hollywood 
ames such as Randy Tom, who did the 
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Separate team handles the forthcoming rally 
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Johnny Carson asked Jack Lemmon, "What's the difference between а great actor and a bad 
actor?" Lemmon responded, "About ten takes. Any actor can get it eventually." According to 
Four Bars Intertainmaent's Bob Rice, the same is true for orchestras. "The right orchestra for the 
job is the one the composer wants," he says. "Although one orchestra may cost less than 
another, the composer knows the surface price is false. Тһе right orchestra is the one that can 
produce the most minutes of the type of music needed on a per hour basis." 

There's certainly plenty of choice, EA's Nick Laviers looked at using orchestras in Munich, 
Prague and Seattle before settling on the London-based Philharmonia. "London orchestras are 
expensive but | think they're the best, which is why so many US film soundtracks get recordet 
here," he says. 

And now there's even one orchestra specifically set up for game soundtrack work. Called 
the Nimrod Symphony Orchestra (NSO) and handled by game sound specialist Couchlife, it's 
already undertaken work for Infogrames. “There are a lat of other orchestras around but the NSO 
and its associated production team, conductor and composer Dr Jon Williams and studio is 
gearing exclusively to the production of game music," explains Marc Hassall, Nimrod's director. 
“We're filling a niche, providing a cost-effective UK-based solution to recording an orchestra.” 
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Richard Jacques 





Marty O'Donnell Jeremy Soule Bab Rice 
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guy sitting alone іп his room are over," says 
Laviers. "Too often they end up getting into 
Battes with the producer with no one to 
Support them. Its the biggest shame of the 
industry, but | think it's changing." Laviers 
works with a team of four sound designers, 
Bas weil as nis consuitants and Composers 
One composer whose one-man band 
days are over is Richard Jacques, the 
erstwhile in-house sound man at Sega 
Europe. Since its downsizing, Jacques has 
become a freelance composer, His last 


беда job was the orchestral score for 


мн 
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Headhunter however. "People expect the 
more cinernatic-style of games to have a 
high quality of music," he explains. “Games 
look so realistic, the music needs to be as 
good in its own way.” Sega and 
Headhunter developer Amuze agreed and 
Jacques got a budget of £120,000 to 
spend on three days of recording with the 
London Session Orchestra at Abbey Road 
Eidos is another publisher which is 
prepared to up its budgets. All previous 
Tomb Raider games used synthesised 


orchestras. Тһе Angel of Darkness, 
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however, has seen Core in-house 
musicians Peter Connelly and Martin 
Iveson heading through the doors of 
Abbey Hoad for two three-hour sessions 
with the London Symphony Orchestra 
“The big difference using an orchestra is 
Іле separation between instruments. You 
can hear everything that's going on. The 
whole sound is spacious unlike the 
sequenced versions," explains Iveson. 

But before everyone jumps on what is 
Clearly becoming something of a 


bandwagon, Richard Jacques says а 


"| hope we don't get into a scenario where publishers 


believe that if they get an orchestral recording it will 
provide them with a great soundtrack. It won't" 


=. 


certain amount of caution is in order: an 
orchestral score isn't appropriate for all 
games. “It only suits a limited number of 
genres. It should not become the norm for 
gares," he says. “| hope we don't get into 
а scenano where developers and 
publishers believe that if they get an 
orchestral recording it will provide them 


with a great soundtrack. It won't." 


Pepsi challenge 
Perhaps more important is his supposition 
that many players can't tell the difference 
between a real and synthesised orchestra. 
“п laboratory-controlled conditions the 
maoniy would beable to tell, but when 
gamers are actually playing a game | think 
it's harder to tell the difference," he says 
This i$ particularly the case if the composer 
doesn't use tha orchestra property. "Tne 
probiem with electronically-produced 
orchestral scores is that many composers 
and producers don t know what a real 
orchestra sounds like," he warns. 

As for the future, as Rice points out, the 
convergence between film and game 


music will work both ways. “John Willams 


Gilligan's Island” while Danny Elman was 


талай, ғ ^ Алый ының ты шта m 
е rock band Oingo Boingo. Game 


composers such as Jeremy Soule and Inon 


Zur (Galleon) are cutting their music chops 


for games. There's no reason they can't 
climb the ladder as did John and Danny." 
"We want the sound in our games to be 
as good if not better than movie sound 
and | think we re getting to that stage," 
says Laviers. Tha next stage will be to use 


the interactivity of games to do things with 


game sound that films can't. "interactivity 


is a doubie-edge sword but handled 
properly. it will allow game sound to г 


PEEL 


Surpass film sound," he predicts LE—— 
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hen Edge published the first ever print 
magazine arbcle about МАМЕ back in 
1997 (E45), the emulator only ran һа) а 
dozen games. Today, the number of ROMs 
available to download 15 numbered in the 
thousands, “It's safe іп say | never for a second. 
imagined how enormous it would became," states 
the author of that piece and seif-confessed 
retrogame connoisseur, Stuart Campbell, “То my 
mind — and I'm perfectly senous here— it's by far the 
code ever written. In an industry desperate to 

game design was always as lazy and formulaic as it 
is now, МАМЕ is а beacon, created бу people 

it's actually violently hostile." 

And the daggers are out. One of the Web's most 
legal action from a ‘copyright holder’. For the site it 
was time to comply or die. The officiousness of just 
спе company meant that the popular portal had to 
delete over 3000 ROMs — games such as the 
laments one of the sites Webmasters, DigDug. “In 
the old days we did 2,000,000 per day." 
accessible and important than ever. The Xbox's off- 


launched. And just a few months later, MAME was 
running on Microsoft's fest home console, It's а 
situation that unsetties a corporation used to being 
in complete control. But understandably so. Using 
MAME on the Xbox requires à chip and to Microsoft 
chipping equals piracy. Because the company is still 
making an undisclosed loss on every machine sold 
it must reap баск the profit in software sales. As 
highlighted in E114 ('Cracker's delight’, p7) 

use of its source code for homebrew projects. Go to 
toriom message іей there is a stark reminder of the 

But there's a chance, even though it's à small 
one, that MAME might still come to an Xbox near 
provoked the wrath of Microsoft is because й was 
compiled using an Xbox dev kit which inserted 
Compie MAME without any copyrighted material 
complaint. However, "there is currently no way to 
compile Xbox games without it as far as | know,” 
says Mark Colgan, Webmaster of 
produce a thirdparty development kit or get Linux 
wortung on Xbox then a port of Linux МАМЕ wouid 
be feasible." And with the fervent homebrew activity 
currently concentrated on Xbox, such a scenario 
тау not be a long way off. 

So, what's the fear? Why are publishers so 
determined to prevent a minority of enthusiasts 
playing back catalogues of 2D games? Greed is ал 
obvious place to start. Recently — and probably 
triggered by MAME's success - more than one 
company has sniffed the intensifying musk of 
nostalgia in the av, Infogrames recently released the 


Midway reanimated Defender and Joust for 
the Game Boy in 2000. In belt-tightening 
times, the facile re-publishing of old games 
offers a noose revenue stream for 
publishers, however much of a trickle it 
actually turns out to be. 

Campbell is unequivocal about the moral 
implications of downloading ROMs for use 
with MAME. "Only a complete idiot would 
regard it as piracy іп алу meaningful way. 
Games companies have made all the money 
they deserve to out of these games already 
- in the rare cases that the onginal 
publishers are still in business anyway. In 
closing down Websites, the games industry 
is displaying the sort of short-sighted, 
narrow-minded, mean-spirited fatuous 
stupidity of which it's so depressingly often 
guilty. Complaining that it might damage the 
sales af retro packages is dumb - charging 
£35-40 for about five 20-year-old games on 
a cart or disc that could easily hold 20 times 
as many is what damages retro package 
sales. That and the fact that the 'emulation' 
of the game is often of significantly poorer 
quality than that offered by MAME anyway.” 

But MAME has never been just about 
overcoming a technical challenge. Many 
believe that alongside delivering garning 
from the golden era of coin-ops it's an 
archive as important to the videogame 
industry as the Bodlian is to world culture, 


Мате,гік survives because there's a new 


breed of historian: the kind that avidly 
searches for and logs every piece of 
information there is to know about the 
emergence of videogame entertainment. It's 
a rich heritage that deserves such treatment. 
Along with technical information about the 
games, you can discover full lists of the 
creators, bugs, cheats, sleeve notes, Easter 
eggs, even reproductions of the artwork 
around the screens. 

More importantly still, MAME offers 
quality gameplay. Those who believe the 
coin-op industry declined because consoles 
began to deliver arcade standard games in 
the home only want to hear half the truth. 


50 pence, three-minute-play maxim is the 
only language coin-op manufacturers and 
amusement arcade owners understand. 
What follows is a celebration of the 
golden age of gaming, delivered via MAME 
Мо better appreciation of the compulsion to 
revisit such classics can be summarised 
better than by a long time MAME veteran 
and enthusiast himself. Goose nac been 
playing the МАМЕ game since it was 
established back in 1997. “МАМЕ allows 
you to experience games you remember 
playing in 1985, games you glimpsed in a 
magazine, games you saw through the 
crack in the door at Gold Rush, games you 


"In an industry desperate to pretend that its 
history never happened and that game 
design was always as lazy and formulaic 
as itis now, MAME is a beacon" 


Despite elaborate cabinets and hydraulic 
mechanisms arcade gaming is a shadow of 
its former self. Coin-ops such as Galaga, 
Salamander, Asteroids and Commando 
gave players an opportunity to hone their 
skills, and then, show-off in front of the peer 
group. Once mastered, a classic coin-op 
game could keep a skilled player occupied 
for hours on one ten pence piece alone. That 
crucial element of mastery over machine has 
been lost from amusement centres the world 


over. Now, simple economics mean that the 


couldn't afford to play then, games that are 
legendary and influential, games that 
redefined genres and that bulit upon 
established ones. Quirky games, weird 
games, games that бету descnption and 
some that were merely run-of-the-mill. 
Games that contain more gameplay іп their 
first level than the first day's play on Final 
Fantasy X. Ultimately, it's not about ROMS, 
history, legal issues or graphics, it's about 
the games and the gameplay. And for that 
alone, | don't think MAME can be beaten." 





History game: 





In 1896 a reclusive Italian engineer called Nicola Salmoria began work 
on single emulators for individual games on the PC. Earty tithes included 
Mr. Dol, Pengo, Lady Bug and a multiple game emulator of various Pac- 
Man games. By January 1887 Salmoria was so pleased with his 
progress that he decided to combine the programs into a multiple game 
emulator format. MAME (the Multiple Arcade Machine Emulator) was 
bom on February 5, 1997 and because of the opensource philosophy of 
the project, became hugely popular among non-professional coders. 


The latest version of MAME supports 3469 ROM sets, or 1959 
unique games. Coders need to create a specific application that can 
read data from an original arcade ROM, often taken directly from the 
machine's motherboard. The emulator then attempts to recreate the 
visual and aural experience on a PC. It is completely legal to create an 
emulation program but there's still a grey area when it comes to playing 
a game using one. Generally, however, you are entitled to own a backup 
of any software you have already paid for. 





MAME best 100 


One hundred sounds like a lot of games, but in truth, the selection process was still agonising. No doubt, some 


MAME addicts will berate Edge for not selecting greats such as Dark Tower, Dig-Dug or Moon Cresta, but we're 


confident that the games listed over the following pages accurately represent the breadth and depth of classic 


arcade gaming. So, sit back, take a deep breath, and prepare yourself for a long overdue dose of nostalgia... 





Shoot 'em ups 


The most populated genre, the shoot ‘em up is where 
videogames came from with Spacewar! back in 1962. It 
was an agonising task reducing this category to just a 
handful of tities, but all the games capture the essence 
of twitch gaming at its best: satisfying explosions, 
death-wish enemies and the opportunity to show off. 


B 1942 (1984) 


here's really no better place to start than Capcom's 


tremendous and Trenetic VI blaster The addition of 
тен т 


wingmen added а touch of originality but it was the 


pumping sound effects and balance mat made Î hesvenlhy i 


After Burner (1987) 


Asteroids (1979) 


Commando (1985) 


tJ 


leased бу Data East. The end-of-evel battles were 


insane, But the acdrenabne rush was wall worth tha effort. 
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Gort (1981) 
It spoke to you. Or more accurntely, ordered you to insert 


money. How could you reset! Desaned by Jay Fenton, Gort 


would even give players a "space rank’ after every go 
Gun Smoke (1885) 

Ikari Warriors (1986) 

Juno First (1983) 


Raiden (1990) 


Robotron: 2084 (1982) 

Г Allard is to be Бөйегенгі, th Xbox was conceived after 
inspirational bouts on this, one of Eugens Jarvis’ most 
respecter titles. Defend mae last taniy alive from hordes of 


Quarks. Grunts, Brains and Hulka. Absolutely blistenng 





Sinistar (1982) 





те. Hydrzubc machanems and а һейу levy for one різу 
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eu conpensated by Providing acî yng gameplay 


Spy Hunter (1983) 
Star Wars (1983) 
Tempest (1980) 


SI stands as one of the most elegant carnes of all tima. 








se colourful vector linas just cut straight to the heart. 


xxx 1 v il тигені has been successfully resurrected several times 


but for purists nothing beats Dave Theurer's original 


Xevious (1982) 
Zaxxon (1982) 
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programming stunt. A finely Morac Ш Enduro Racer (1956) 


CSE SG Сели» ue (мект 


ee иы TW There had been motorcycle racing games betore 





made Seta в game such a Cleese that = - 


mi but Enduro Racer had a kinetic Тем that made it 


it was even tumed Into а board game instantly appealing. Laarning how to pull wheelies, 


by Milton Bradley шпа jumps and dodge logs was great fun and 


helped shave vital seconds off lap timés 


Racing games 


There are plenty of quality racing titles 
offered by MAME, but these three 
embody the best in their respective 
fields. Good CPU opponents, or a 
perfectly judged checkpoint system, are 
crucial. But each of these titles also 
delivers a cracking sense of speed for \ ov = d. 
those willing to floor the accelerator. m ымны — mm Р - A recipe for truancy if ever thare was one 


Throwing the venickes around each of mae Т! 


Ш ошип (1986) 
Passing breeze. A Ferrari Testarossa, The open 
road. Outhun was a "Super Scaler heaven 
Teed by a young Yu Suruki Modèm driving 
ganes аге shill tnying to Capture the magt anoen 


n every tum and comer of tes masterpiece 





and beautifully judged tracks was a delight and 


Atan*whesla were more tan up to the task 
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side-scrolling shoot "ет ups 


Although the games in this section exemplify many of 
the same qualities found in the previous shoot 'em up 
category it should be noted that the side-scrolling 

version often placed a bigger emphasis on Ingenious 
power-up systems. Each game featured has endured 
thie years and will still provide copious entertainment. 


Choolifter (1885) 


Contra (1987) 

SHN опа of tha gmeatest games ever concelved, Beautitully 
balanced, superb audio and а vanety of gameplay styles - i 
both behind the back and side scrolling. Heart pounding 
action that holds up against any modem-day videogame 
Darius (1956) 

Defender (1980) 

Eugene Jarvis introduced fast scrolling to tha arcades with 
this, this mast wed known game. The antage industry 
predicted if would never sell due to the button configuration, 
but If went an to бе one of the Dsggest earners of all time, 
Metal Slug (1996) 

Parodius (1990) 

R-Typo (1987) 

Noteworthy for tha tremendous power-up system and 
chargeable shot facliry. A- Type combined addictive blasting 
with stratacacal use of weaponry better than any game 
before. Amazing organic backdrops were icing on the cake 
Salamander (1966) 

Side Arms - Hyper Dyne (1966) 

Thunder Ғотса AC (1991) 

Ш.М. Squadron (1989) 

Based on the Japanese anime senes "Area БЕ’, UN 
Squadron wes an immediate hit on both aces ol the world 
It was probably the mast frenatfic ахаттрие of its Type when it 


was first released and dedicated gamers flocked to it 


TLIN AT 


= = 4 ABET" d | ; + T Last Resort (1982) 


ходех (1891) 
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Alan's decison to put speakers in a 'boorn-box' atop the cane was 
One draw, tne СУН Ну compeslinng gameplay was the other. ЖУ est 
fadt =j уй Eis p н ре ia hos 4. л "wart 
test DeautiTul and was unbeatabie until Tory Hawk's Pro Skater amved : PORTS 


e T 
Гита "ғы! | ч I 
Combat School (1987) 


Although similar to Konami's other sports tities, this was unusual for irs 
trackball controller that mace the experlence all the more enticing. The 
iron Man race was an especially novel take on the growing ganra 
Hyper Sports (1984) 

The folicw-up to Konami 5 masterful Track 2 Field was ovin batie 


Compete n безгегі Lite events to win medas and те honour of 





iIniumphing aver mandè af the irresistible skeet shooting. Konami has 
regurgitated the format several mas but this is the most adored, 44. ME ы. Г ааа 
: A Athletics and sports 

NBA Jam [1993) i 

Punch-Out! (1884) These games were all about distilling the competitive 

The names Glass Joe, Bald Bull and Pizza Pasta will bring a tear to the spirit into a limited number of bits and bytes. A sturdy reer ber 
| i J î A UN АЛАЛ, Г 

eye of older gamers. Frighteningly addictive with a well judged learning cabinet and controls were another must, as distributors LUNG e 

curve, Punch-Out! still KOs most modem and elaborate bowing tities could expect a few knocks from the rivalry such titles 

provoked. Although sports games remain popular, the 

transition to 3D has done few of them many favours. 
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Platform games 


MAME enthusiasts probably come back to this genre 
more than any other. Let's face Н, à 3D platform game 
without camera problems has yet to be made. Yet the 
vast majority of 2D examples have no such niggles and 
are easily capable of providing heart-stopping and 
satisfying experiences. These are just a few of the best. 


Donkey Kong (1981] 

Requiring a US tite that approximated to “stubbem’, Shigeru Miyamoto hit 
upon the mule-like word ‘donkey’, Hence the tile. Sublime level design 
and great characterisation, Donkey Kong has probably influenced every 
game desagner. 

Flicky (1984) 

Mega Man 11 (1990) 


New Zealand Story, The (1988) 

Tato had akeady formed a reputation for cute games. but this stands as 
one of its most saccharine. Nol a bad thing. Vislrus enemies. bows and 
amows and entertasning байоо ndes gave it an unrrestakcenble аге) 
messie cham 


Pac-Land (1984) 


Rainbow Islands (1987) 

Тһе zniritual successor to Taito's brilliant Bubble Bobby was even better 
Featuring levels that were modelled on other classic bres. such as 
Arkanoid and Danus, Fainbow Manda was а fans heaven, Surfing 
rainbows was a delight back m 1987 and still an enjoyable romp by 
today's standarda 

Tumblepop (1981) 

Wardner (1987) 

Just to prove that no one did platformmers better than Talo back in the 'BOs 
is Wanner, a typical princess rescue game elevated by great character 
design and those superb shopping excursions between each level 





games, back in the day, thal were 
willing to challenge your visual- 
It was a combination that made 
these games some of the most 
braved the years with convincing 
fortitude and Tetris, Bomber Man 
and Bust-A-Move are likety to be 


Like ай the best ишта games it was the simplicity that won you over The success of Bomber 
Man в told in the countless sequels that have been produced in Ihe intervening years. None 
haê iost that orgia spark but tenpliayer Saturn Bornber Man musi still rank as The greatest 


Tehkan's superb Bomb Jack mixed peationming with strategy in a very clever wary. Although 
bombs could be diffused randomly, the real challenge was stringing together those with fuses 
гөшү lit. Finding the corect path while avoiding fhe впентвев was absolutely absorbing 


Designed at a time when abstract ideas could still be commercial success stories, Gir is 
probably the classic game involving temtonal reclamaton. Simply avoid the cix and “spars 
ір command more of the screen. but risk moving shower to gain extra point rewards 


One for the more avant garde coin-op junkle, Solormon's Key put you in the role of wand- 
wielding Dana with tha power to create and remove Моска to find the key ta each level's exit 
Collect ten faines and you would even be granted a free man, Some subtext thare, surety’? 


Now the puzzle game by which all others are judged, Tetris is as ‘pure’ as they coma. Six 
shapes, one joystick and just опа button to rotate the blocks made for an instantly 
understandable challenge that appealed to the left side of anyone's brain, tha world over. 


More unprecdictabe than Puzzle Бойы, but with tha same addictive qualities. Lio Роко 18 a 
moeni though worthy, addition to the MAME catalogue. А cross between pinball and 
pachinko, the idea 5 to pull back the plunger and fire coloured germs into the play field, thus 
seting off a senes of chain reactions should the gems match. Wonderful to behold 
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side-scrolling fighter 


in truth there's not much to separate some of these 
games from others in the beat 'em up category. But what 
distinguishes the likes of Shinobi and Bionic Commando 

= | from Double Dragon is an extra level of athleticism 
rem ness — combined with a greater emphasis on projectile weaponry. 
| Some tough games here, but all thoroughly addictive. 


Ш Bionic Commando (1987) 
An oversubscribed genre was transformed in 1887 by Capcom's brilliant Gane Commando, 
complete with grappling hook addition. In keeping with the mad military atmosphere of the game 


weapons fel) from the sky via parechuias, Novel, frenetic and completely engrossing 
B ESWAT Cyber Police (1989) ' 
а She йы To оТ 11 5583 


After the runaway Success of Ghosts п Соба Capcom was expected fo improve with а 
sequel. Ghau т Ghosts delivered. with a game thet was, if anything. harder but more 
enthirading than the отарын. Intneare level Geman, then, but too frustrating tor today s audience 
Came along just when the Cold War was heating up for tha American media, Green Berner was 
even more successful in the LIS than it was in Japan, Starting out by merely stabbing Russians, 


your hero eventually moved on to rocket launchers and flamethrowers. Tremandous 
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а Ninia Spirit (19858) 
It had ай the qualities of Sega's superb Shinobi but if anything, quicker reflexes were required to 
master this rirnitabie pce of silicon heaven. Chaengng up using the ‘spirit sei extra was crucial 


to succomss аз erwarten never let up. Again, excellent шін) and visuais put fae in ілріг-А cass 


hina Warrrorn 
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The creapy minions of sinister organisation Gaida were just looking for a pumme|dling. As agent 
Albatross Н was your task to take out Geldra's boss, Maboo and rescue agent Lelu Blitz in the 
process. Weill balanced with unusual sprite design, Нойіта Thunder is well worth nesurrecting 


ub 


H таг = Legê RTA VY ұу "тїгї 1996! 
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Among ай of Sega's rich back catalogos S^hinob still stands as one of the most chenshed 


a L.s MOE LCH MERE ай 





master of гил ш must rescue hostages from the evi Zeed syndicate. The game 


rewarded more subtle ріпу and avoiding ihe use of magic and біңгікеп nesulted in big bonuses. 


Capcom created a novel twist on tha martial arts theme by introducing a futuristic ninja іп Stridar 
Hiryu. Like all the games listed here, Siider delivered a well judged learning curve but й was the 


combination of delicate audio and colourful backdrops that gave Siiger its unique feel 
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Miscellaneous 


How can you codify the addictive nonsense that is B Gauntiet (1964) 

Toobin' or the outright oddity that is Root Beer Tapper? choose Thor, Questor Менін or Туга and defeat infinite monsters in Адат hugely 
True, some of these tithes could be classmed as maze mista Suge А fourpiayer game was not unhiesrd of back in 1984 but it 
games. but even Pac-Man seems to transcend such hac never been done wah such verve and energy, 

simple classification. All these games defy easy labelling E indians Jones and the Temole of Doom (1985 

and richly deserve a mention on weirdness alone. 


Tha heme musi stone wes enough fo entice any teenager over to this slice of 


Guay! movie licensmoa I distilled all the crucial moments from the film into а superb 


INERI OTN | 


arcade adventure. Definitely worth revisiting a 
мы HEALTH 


@ |, Robot (1983 


The year is 1983 and fully shaded polygons anter a coin-op near you. Wow. 
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Despite tne shock af The New, videogarners did not taka to he 3D visuals and й 
disappeared almost as soon as it had arrived 
B Joust (1982 
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I пау һауе standard platom but Joust was a vey peculiar bird ігдеекі. Progress 
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Ш Mabo Madness (1984 


ЗШ one of the gresiesi inertia games ever made, Marble Madness recuired honed 





refiexes and a Dominic O'Bren-strength memory to negotiate its twisty, intricate 


paths. Super Monkey Ball's parent, probably 
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Forget Carmaggedon, Doom and Soldier of Fortune, 
these were the original videogame nasties. Each game 
encouraged the pummelling of countless enemies with 
anything fram a fist to a small dragon. Yes, there was 
something uniquely satisfying about defeating hordes of 
foes, but morally corrupting? How did you turn out? 


Haeacfbutts. uppercuts, back-kicks, elbows and throws, the 
moves in Double Dragon were certainly comprehansive. 
Taito's scrolling beat ‘am up wasn't the first of its kind, but it 
ruled the genre before something supenor came along... 


Take Cody, Guy or Mayor Haggar on a mission to free 
Jessica from the grasp of the Mad Gear gang. This is still the 
daddy of the vigilante brawlers. But the storm over whether 
Roxy and Poison are bad girls or transvestites still rages 


Charging into camp fantasy characters before finishing them 
ой with a blade was entertaining enough, but the addition of 
magic and dragon mounts made this a novel addition to the 
field, An adept and light-hearted take on the genre by Sega. 
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Arguments over &SNK'& best version of its King of the 
Fighters senes will always rage, but this is sasiy up there in 
the premier league of beat ‘em ups. Superb sprite animation 
with balance and flair make it an essential МАМЕ fife. 


Catching anto the early wave of David Carradine and Bruce 
Lee adoration, came Kung Еш Master, an elegant game with 
pixel-perfect collision detection and more enemies than you 
could shake a staff at Great bosses and backdrops, too 


After the mediocre brawler that was Street Fighter no one 
expected Capcom to deliver a great sequel. But Street 
Fighter ЇЇ wasn't great, it was Godly, Although it may have 
been а bug that insoired the combos, we'll still aive Capcom 
credit for designing one of the top ten games of all time. 
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Mikle [18684] 


Headbutting teachers was obviously the way іп а 
woman's heart in Konami's surreal Mite, Collect 
missives and deliver tham to your dream giri while 
avoiding janitors. and football jacks. Odd but engaging. 


‘Gute’ has become something of a derogatory term over 
recent years but It was always the word applied to Mr 
Da! when it first carne on the scene in 1882. Fine audio 
and sound effects, Genius level design and, wel, it was 
cute. One of the first MAME titles you should try out. 
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Pac-Man is a timeless classic. Because the gamê only 
required one joystick and no buttons it was accessible to 
anyone and the abstract oobble-gobble-gobble nature 
of the gamepiay did something really very special: It 
attracted giris into coin-op centres the world over. 

The handlebar controller was something of a novelty 
when Papenbay first hit arcade centres. Although the 
movement of the bike is a bit an the fiddly sida, 
Paperboy still retains its chan and will bring back 
powerful memories for many. Тһе game was so popular 
that it was converted to just about every format, 


ТТТ 
наз 1 


There's nothing more satisfying than building something 
of your own thal you can stand back from and admire. 
Except demoiishing someone else's hard work. Atari 
combined tha two gameplay staples of constructon and 
destruction with a confidence not seen since its heyday. 


Perhaps Midway felt that serving booze was a little 
risque. Whatever the reason, the sequel to Tanger had 
you dispensing soft drinks to bizarre customers such as 
aliens, cowgirls and athletes. Delicious twitch gaming 


Le 
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Built-at a time when ideas, no matter how leti-hed, were 
turned into winning gameplay experiences, babir’ 
offered players the chance to raft down the Okefenokee 
river in an innertube. Play it for the party scenes alone. 
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Edges most played 


Dungeon Siege 
Day. so) ДЕ a pretty алаг dungeon cie 
нем, but teres OC noces of M ЙІН fF denar 
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Neverwinter Nights 
tA emi Sire em сла cave Брат summer 
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Grid Runner ++ 
IS a5 vau d тресі frustrating, manet One More 
Go. Gin Fune got ite aro ara fele! KON ИН 


Edge entend deading week, and peas deseen 
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Super Ghouls 'n’ Ghosts 
Cini zu fhe пуу Gere: ed TT eee Exe as you 
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The price is wrong 
Not all games are created equal... 


[t has always been one of Edge's creeds thal its readers 

want the best that electronic entertainment can affer, at 
any price. The idea is that you, the reader, are intelligent 
enough to be aware of hardware prices + that getting the 
imported equipment and software required torun Gio 
Gio's Bizarre Adventure will cost, that having a games РС 
means having a PC right at the cutting edge of next-gen 
specs — and that you'll filter them in to the review on your 
own. Knowing your budget and desire, 

Of course, уоште special, and the rest of the world is 
somewhat less dedicated, which is why pricing is still an 
issue that holds videogaming back from reaching its 
widest audience, When а game as lightweight as 
GunGrave is priced in the same region as something as 
time-consummag as Super Mano Sunshine, browsers may 
presume they offer roughly the same amount of 
entertainment. The truth is somewhat differant, 

Gaming's utterly rigid price structure, where ай new 
console games cost roughiy the same, is harming the 
industry: tS harming the industry because casual 
browsers: can't be sure what's in the DVD box they're 
buying and because. at over БАП a throw, it’s difficult to 
justify а purchase with а question mark over it. Easier to 
go for a couple of DVDs with pointless featurettes arid 
urwanted extras. You know exact)y what yeu re getting 

Of course, any kind of playtime measure is impossible, 
mainly because the length af the experience for product x 
will fluctuate between Gamers of different abilities апа 
predilections, but also because И requires some honesty 
on the рап of games publishers. So does Edge's 
proposed solution: that games: shelf phoe should bear 
some relation to the amount they ve cost to develop. 

Thus ерісе Ike the Final Fantasy series justify their 
pice tags by being the equivalent of television saries DVD 
box sets, white shorter works such as GunGrave cost 
somewhere cipser to C20. Wd make new games an 
impulse buy again. itd bring fresh реоре inta The industry 
It would be great for gaming. Of course, it's unlikely to 
happen anywhere apart from at garage level: Jett Minter’s 
Grd Runner + £5 from htfpz//www lamast. co.uk, and 


Edge can't think of a better way for алу PC owner f. Е 
regardless of spec. їс spend their time and manay ES 
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Gunfire can be locked to a target, 
allowing players to concentrate their 
non-stop destruction on a specific area 
while strafing to avoid enemy fire 





(GunGrave 


Format: PlayStation2 — Publisher, Sega — Developer. Red Entertainment Price: ¥5,800 (£32) Release: Out now (Japan), Winter (UK) 





А swith other recent 3D action-adventure 
A romps, GunGrave's impact is assured by 
a stylish new twist on shooting everything in 
sight. And, as with those other other cases — 
think Dante's aerial displays or Max Payne's 
theatrically decelerated scum-slaughtering = 
the thrill of the entire game fades alarmingly 
as the novelty gunplay loses its appeal. 
Although it combines a Max Payne-like 
revenge motif with an obsession for baroque 
rebel-coo! kitsch of the Devil Мау Cry vanety, 
GunGrave is done and dusted in the time it 
takes either of those titles to get going. 

GunGrave's brevity seems almost certain 
to be its undoing. The game is the пемду- 
pragmatic Sega's first serious shot at the 
lucrative action-adventure market that 
Capcom and co have comered, but it's ай 
over in six short levels — the old, stubbom 
sega thinking of videogame value in terms of 
short arcade bursts rather than as 
considered investments for the home. 

its all the more difficult to take because 
of the fact that, despite a typically dubious 
plot involving a murdered corporate wage- 
slave taking revenge on his Chaos-backed 
bosses and their corporation, GunGrave 
begins like something special. Exquisite 
anime cut-scenes — all resonant colours and 
diaphanous delicacy - set the tone, and the 
opening sections of gameplay seem to make 
good on their promise. GunGrave's world is a 





“You will be forgiven for wondering if the entire 
GunGrave concept isn't just a ruse to salvage 
cel-snaded environments from THotD3" 
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cel-shaded, thirdperson landscape loaded 
with enemies. The controls are thoroughly 
simple (one button each for fining, jumping, 
specials and dashes), movement is 
anaiogue-only, and between them they are 





Special attacks - like this one with the rocket 
launcher - are illustrated with slo-mo effects 
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It's certainly pretty, the dark take on cel-shading adding atmosphere and individuality. Sadly, once 
players have finished the game and stopped cooing at the graphical sheen, there's little left to admire 


designed to help the player through what are 
essentially a series of strung-together set- 
pieces disguised as stages, avoiding the 
haphazard fire of waves of enemies and 
unleashing chains of direct hits in return. 

An unbroken sequence of hits (to 
murderous thugs or any number of 
destructible items of scenery) constitutes a 
Beat Count, and the potential for racking up 
enormous combos is one of several neat 
arcade-style scoring devices intended to 
extend the games lifespan. There's a Halo- 
like ciual-bar life system and an ‘artistic merit’ 
rating which bottoms out the moment 
continues аге reached for and rewards 
vogueing = aka hero Grave's “Vanity Pose’ = 
in the heat of battle. These and the other 
hidden charms it reveals on repeated play 
might have been enough to compensate for 
its shoriness if the sheer style of the game 
had been sustained throughout. 

Unfortunately, it hasn't. As it is, the 
game's brilliant collage of every cool near- 


future dystopia ever seen on a screen fizzles 
out into generic banality. After later sections 
in a train and in а banqueting hall which recall 
nothing so much as the Virtua Cop games, 
the ending descends into a The House of the 
Dead exercise іп tacky undead sci-fi. Indeed, 
by the final battle with an overly familiar and 
deeply disappointing blue boss, you will be 
forgiven for wondenng whether the entire 
GunGrave concept isn't just an ingenious 
ruse to salvage cel-shaded environments 
from the aborted early version of THotD3. 
GunGrave begins by parading so much 
invention and careful craft that expecting 
great things doesn't seem unreasonable. 
When it ends, the feeling is of regret for what 
might have been. If Sega is going to cash in 
on the action-adventure boom, it'll need to 
go back to the drawing board and revise its 
bang-for-buck ratios. Meanwhile, even 48. 
more now rests on Shinobi's shoulders, US 


Edge rating: Five out of ten 
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Almost every object in the background сап be attacked and destroyed. While the non-stop 
bang-bang-crash has a certain sonic and aesthetic appeal, it's hardly worth the entry fee 


This set-piece on a bridge has Grave fleeing from an advancing tank while returning fire. Like Max Payne, 
GunGrave allows players to pull off spectacular moves with ease, but like Payne, it soon loses its appeal 











Typically, weather and time of day play 


a large part. Expect hot midday sun, 
warm evenings, exciting night races 
and drizzle to storm conditions 





Y ou have to wonder. Anyone with a more 


cynical outlook on life than Edge would 


pon loading up Race Driver and settling into 


the first race, you would wonder why exactly 
it has taken Codemasters so long to roll this 
next-gen follow-up to one of the publisher's 
most successful and consistently strong 
franchises out of the garage. After all, other 
than the expected graphical enhancement 
the senes would appear to have only 
travelled a handful of kilometres since 2000's 
ТОСА World Touring Cars, its last outing 
Yes, there is the addition of narrative but, 
while Edge is genuinely pleased and thankful 
to see someone trying to evolve the racing 
genre, ultimately this particular attempt is 
fiawed. Sporadic initially, tne cut-scenes only 
really get going once you reach the final 
stages of the career mode and go on to 
reveal a disappointingly cliched, precictable 
denouement — the opportunity to include а 
captivaling piot has been shockingly messed 


It's still a superior model to that offered by the 
majority of racing titles, and significantly above 
average, but it's not the best in the ТОСА series 


Lp sn 
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Care has been taken to include most 
aspects of a race driver. And the cut- 
scenes, when they appear, are decent 


088 


In addition, as pointed out by Steven Poole 
in Tngoer Happy this month (p24), 4 simply 
doesn 1 work = on-track incidents and 
Cut-scenes feel worlds apart and the 
numerous loading periods, though a 
technical necessity, tend to destroy the 
proceedings fluidity 

At least the actual racing, the game's 
main concern let's not forget, is far more 
accomplished. The in-car view, in particular, 
is fabulous = easily one of the best examples 
Edge has had the pleasure to experience. At 
times, certainly when taking part in the TOCA 
rounds (the UK circuits appear better realised 
than tne rest of the acimittedly impressive 
repertoire, it feels like the real thing. It may 
not look like it (although obviously more 
accomplished than previous TUCA tithes, the 
graphics are still some way off photorealism), 
but when combined with the game's aural 
ability the resulting effect can be utterly 
convincing (see Days of thunder), 

Frustratingly, the handling isn't as 
impressive. While clearty an evolution on 
what has gone before, not all of the vehicles 
behave as you'd expect them to. Generally 
speaking most of the touring cars (and that 
includes the German DTM, Australian V8 
Supercars, etc), although unnecessarily 


TOCA Race Driver 


Formal PS2 (version tested), PC — Publisher: Codemasters Oevsioper in-house Pree £40 — Heease- Out now (P52), Autumn (PC) 
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Опе af the one-make single races you occasionally get to enter. Career progression is very similar to | 
of WTC with the many championships divided across four tiers (an Elite, invitation-only round opens t 


twitchy, feel intuitive and your thumb soon 

learns how much steering input is allowed 

before overstepping the mark. It's the more 

powerful vehicles you come across later on In 

= career that disappoint the most - some 
st feel absurd (interestingly, TOCA2 


deris similar symptoms). Edge can't be 


sure, but it fees as though the handing 
model has been given a more massmarket 
treatment since the ЕЗ demo, which although 
demanding felt especially promising. It's stil 
a superior model to that offered by the 
majority of racing titles, and significantly 
above average, but curiously it's not the 
best in the TOCA senes 

Similarty, the behaviour of your 
competitors i5 erratic with some occasional 
GUDIOUS decisions taken бу the other 1 3 
vehicles. Thay do weave around as you 


attempt to overtake them and seem aware of 
your presence on the track but somehow 
they come across as more lifeless than those 
of some of the game's predecessors. Other 
drivers fail to display anything resembling 
personality which is disappointing 

nsidenng how persuasive the Al routines 
(oDVviousiy subject to player interpretation) in 
World Touring Cars were. 

Ultimately, you can't shake the reality that 
while Race Driver can provide some excellent 
driving moments, it doesn't represent as 
convincing an evolutionary roll forward as 
Edge had hoped for. World Touring Cars 
delivers a better racing experience and 


ТОСА25 handling remains more ee 
gaging. You have to wonder. .. — 


саде rating: Seven out of ter 


Previously in E101, E108, £112 
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it's quite remarkable. Edge has rarely come 
across a title in this papular genre tnat 
conveys the excitement of the very 
identifiable atmosphere of a racing cockpit 
as convincingly. If you still dismiss the 
potential of great sound to utterly enhance 
the gaming experience, titles such as this 
(MoH Frontline is another example) are 
mare than likely to convert you. 


Racing wise, there is plenty of variety as you progress through the many categories on offer. Occasional 
pop-up can make judging braking points difficult. Multiplayer options are good and very playable (right) 


Crazy Taxi 3: High Roller 


= пе агу Taxi formula has lost none 
of its inherent charm since Crazy Tax 
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story of staid sequelitis. Times move on, 
but Crazy Taxi, it seems, does not. Oh, 
there s a few rore munie armes to iry out in 
the enjoyable Crazy X mode and a new city 
to explore, but on viewing yet аги 
bunch of screanshots displa 
yellow cab screeching to a halt | near some 
more cartoon hailers you have to raise the 
obvious question: why? 





Let's be frank, Crazy laxi was never a 
game to warrant hours of diligent pay 
initial forays through the streets ot San 
Francisco меге а great deal of fun. So 
much fun that you kept going back for more 
For a couple of days. "It's still a great game 
yOu said to yourself, while loading up 
Shenmue, or some other superior Dreamcast 
title. “I'll go back to Crazy Taxi when I've got 
half an hour to kill." But unless you were a 
Sega fanboy you never really did. Maybe it 
came out lor a party or two. Maybe you 
even bought Crazy Taxi 2. Disposable fun, 
and nothing wrong with that. it's just that 
the emphasis is now firmly on the 
disposable and less so on the fun. 

Here are some harsh facts: # you have 
ether of its predecessors there's really no 
point in upgrading. And If you've never 
played a Crazy Taxi game before and want 
to try it on your new Xbox then you can 
expect some slowdown, Yes, although the 
new host hardware copes with San 
Francisco and New ‘York acimirably (ported 
directly from Crazy Taxi and Crazy Taxi 2 
omi adi take to Las Vegas and you can 
expect the occasional choppy Iramerate. It's 
certainly not enough to spol the expenence 
but its disappointing nevertheless 

But perhaps we've been overly harsh on 
what can still be an entertaining nde. Extra 
features include a new improved crazy hop, 
which combined with the crazy drift, stop and 
dash manoeuvres help to add another layer 
of challenge to the experience. And there's 
plenty of nard-to-reach areas to explore for 
those with more investigative minds. Indeed, 
Las Vegas is the most impressive city in the 
senes to date and finding the quickest routes 


iO your Gestinalions 15 ағамаслу more 


enyoyabie than Deore, 
Crazy Taxi 3 is a blast, just don't expect it 
to be occupying your Xbox disk drive 2 жа) 


after the initial excitement has wom of, 1 





Edge le rati I Six out of ten 





Dexterity is required to operate the drive and 
reverse gears in such a way as to perform the 
many gravity-defying manoeuvres in the game 


Release Out now (US), September 20 (UK) 
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Crazy driving school | 


іп keeping with the spirit of the 
previous games Hitmaker has included 


a series of very enjoyable minigames 


This ime, however, the games are 
structured in an X shape (hence 

Crazy X mode} and get gradually more 
difficult as you reach the centre. The 
games are entertaining in themselves 
but, due to tough time limits, also 
operate as useful tutorials for many of 
the vehicles’ drift and boost techniques. 


Proviously in E10] 
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Crazy driving is actively encouraged and you'll 
earn more money for performing outrageous 
stunts to impress passengers. The replay mode 
returns so you can see their reactions close up 





SAONE. 
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Beach Spikers 


Format: GameCube Publisher Sega Developer Sega-AM? Prices V6,809 єз?) баш Out how Барат), September 20 (UK) Previously in E110, E* 12. 


uperfically, there is nothing wrong with 
S superficiality ~ everyone likes to look at 
pretty things — but when it drives а game's 
Development there's cause for concern 
While Dead or Alive Xtreme Beach Volleyball 
appears to De a case от gaming concept 
evolving from aesthetic (and sexual) desire, 
tnere is no reason that beach volleyball 
as a sport shouldn't lend itself well to 
videogaming. So Beach Spikers proves. 

It helps to have a grasp of the sport's 
structure. А high net divides two tears of 
two players, and each team has three shots 
Detween them to send tne пай) Dack to their 
opponents. The first touch of the ball is 
damage limitation, the second sets up an 
attack and the third is the spike. This is how 
the game works: a coloured circle illustrates 
where shots will land, and in order to keep 
tha rally going, the player must reach the 
circle before the ball hits the sand. The 
closer they get to the centre of the стое, 

he better the shot, and the more potentially 
powertul the follow-up 

Тһе exception is the spike. Here, the 





While the camera swings all over the court to 
capture the action, it's rarely disorientating, 
mostly because there's little else for players to 


concentrate on while the ball's in play 
computer automatically races tne player to 


the ball, and the player must concentrate 
on stopping a power bar at an appropriate 
point 1o execute а umor g Smasn. Vitae 

they re doing thal, the opponents postion 
themselves appropnately, either for a Block 
at the net or to second-guess tne direction JA TELS 1 RAMA de 
of the ball. It is a neat and tidy dynamic, | M | ۳ DO. NN А шш , A 
which offers little more depth than the MR hh 
process listed above indicates, recognising ON we | | سے‎ 
that апу more complexity could prove 
detrimenta. Indeed, where the game 
srunes most (5 in its fourplaryer mode, and 








the fact that it's so accessible means finding 
жауға parmers is easy Mannequin chic 

Arcade falls with litte toune at ай, even . е 
Beach Spikers is beautiful. no question; 
the arid surroundings are lush, the OTT 
slow-mo replays impress and the girls, 
predictably, are gorgeous. But those 
embarrassed by Dead or Alive's 
unashamed overtones will be pleased, 
because it is all benign stuff — no cynical 
Tecmo ploys, just four lithe, perfect bodies 

vet n that might as well be plastic for all their 

* WW NE MA asexual rigidity. That's not to say all 
Ny HN NN MNA NNNM opps for eee have 

' i! been skipped by Sega: each stage 5 
heavily sponsored. but even at its most 
obvious the advertising is more comical 


on the hardest difficulty setting. The Word 
Tour mode is a little more substantial, but still 
fails tO provide enough challenge to sustain 
iong-term singleplayer entertainment. The 
opportunity to encourage or deride your 
CPU-controlled playing partner during brief I EN a 
breaks in play fails to adc depth, and Қ МИЫ ти seva a 
increasing her various abilities by winning М OMM ANNI 
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and alocat unc] stat points feels like a chare 
n singleplayer, you ache for the joy of ^ 
multiplayer, and that's the problem. But 
with friends it is Virtua Tennis on holiday, | | NN ТТІ а 
reading ап airhead trash novel on а sun- QAUM 


тын ( | than crass, and easily ignored 
drenched beach. Simply, it is pretty: em | NNN ANN MA | 
pretty fun, pretty gins, pretty vacant. (2 ALVA ptr n ыу 





I Cut-scenes between points capture the players' joy with well-toned realism, and particularly sharp spikes 
tage rating: Six САЛ or ten result in accentuated replays. Post-game, the celebrations are a little more tender, but hardly erotic 
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Turok Evolution 


Format: Xbox (version tested), Р52, GC Publisher; Acclaim Developer Acclaim Studios Austin Prco. Е40 Helease; Out now 








Although the crosshair tracking speed can be 
adjusted, it fails to radically improve targeting. 
Auto aiming helps, but it's not an ideal solution 





The PS2 experience 


Predictably the PS2 version jabove) has 
lass textural definition and a shorter draw 
distance than the Xbox build. in terms of 
level design there's little difference apart 
from the occasional enemy that's been 
removed to, presumabty, encourage a 
smoother framerate. it hasn't worked. 
Тһе PS2 framerate сап be choppy and 

if anything, the enemies are even more 
erratic, The GameCube bulld has yet to 
be submitted at the time of writing 
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As in Halo you get to fly and shoot as well. Unfortunately, the dinosaur ‘vehicles’ are not integrated into 
the fabric of the FPS game and are merely tagged on as pace breakers. it's mildly entertaining though 








Previously in E107, E108. 


es, a five. Edge is as disappointed as 
E you arê and is nor wim any salti$taction 


Fe тыр ; е 4 iin a 
De SUG а mediocre SUNE ІЗ ЖУК I2 d 
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ишт U EX LALETESELI 3L! CF TIS ul 


Evolution can be stimulating, inventive and 
fun, but it can also be unforgiving, glitchy and 
Irritating. As IT des gne éd by a team that 
individually jotted down their plans on a strip 
ot paper, covered over the evidence with a 
fold and then passed it on to the next person, 
the game shows alarming Inconsistency. 
Evolution looks like a title rushed out 
for the pre-Christmas window 


paruciuia алу retarded. Characters penorm 


with tne А! 


Some tasxs Wed, (ог Example enermies run 
tor cover and surrender when thweatene 
ГЕЛ m Cine гезресіз ina mgtines ACK 
3ptusbcatbon and Тай (о snow апу contextual 
sensitivity. Adversaries will walk into their own 
grenades, run around in circles, and climb up 
and down ladders like demented 
steeplejacks. Such behaviour doesn't occur 
іл every encounter but it’s prevalent enough 
to spot the overall atmosphere 
Targeting is equally bothersome. The 
controls have been poorly mapped onto the 
cks and there's much more 
Га 'dead zone" than in Halo, for instance 
Aiftempündg Need snots i5 harder than it needs 


D DE and такт incremental adjustments 5 


magogoOenimag aue to mas ЕСІК СИ Sensitivity. 
In terms of plot, Turok Evolution continues 


from the previous NB4À adventures of lal Set, 
only this time it's your task to travel back in 
time to defeat the dictator Tyranus and free 
the River Villagers from his evil influence. 
Later levels, involving the infiltration of enemy 
compounds and the destrucbon of key 
technolc оду Centres, ОО encourage a 
thoughtful approach and there's certainly an 
impulse to delve deeper into the game. The 
sense that you're getting ever nearer to the 
source of evil is communicated particularty 


wel and tne transition from the ais to 


the futuristic is hanc 

There are other neat toi iches Tne flying 
sections break up the pace and there are 
some satisfying weapons later in the game 
But a level that sees you palling though 
corndors only to be pulverised бу 


prescripted explosions 5 evidence of idiot 


jest left in another era. іп such а 


D Weile ET TCI BL AO ine ТІНЕ % 

Another three months in development Ё 
might have EE things markedly UES 
Edge rating Five out of ter 
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Fromat PS? (version tested). GC, Xbox, GBA Punisher Activision  Dev/eiopec HotGen Studios Price £40 Release: Out now Preywoushy in E106. £109 


nather Mat Hoffman game, another ( — ae у 
development studio. After Runecraft | score est sco acore 


4,133 





faled to beat the competition (ie Dave Mirra 


Freestyle AMA), it's the turn of HotGan қуат ob roa: ac TN | М COMBO 12.5. 


0l \ 


dip to try out-tricking Its main rival, the 
predictably titled Dave Mirra Freestyle BMX 2, 
To save some you reading time, it 

doesn't manage it. But that's not to say it 
doesn't possess its own strengths. The 
most apparent has to be its structure: join 
Hofman and co on their roadtrip across 
Amenca and get to visit the same eight 
locations (within reason, progression is left 

to the player) the tour did last year, 

unlocking plenty of real life footage in 
between the stages, Hardly revolutionary 
true, Dut a weicome touch nonetheless - NL ы best s a 
re involving than Dave Mira 2's. 


Another Hoffman advantage is the 


= ж.а -m ни = = T i 
пзшен o tatang moves. Incky al first 
A e -— Bon * A 
brî n у 1 ve mastered tha l Гү 


they provide a satisfying alternative to your 
vert and street antics. And Hoffman finally 
catches up with Мата 5 trick-morphing ability, 
thus vastly increasing the number of moves 
available (and like Acciaimm' title, inevitably 

allowing some daft variations) 

n paper then, evenything looks in 

place but start pedalling and, like Mir 
а few annoying niggles emerge. The f fact 
that tne graphics are again functional rather 
than impressive isn't a crucial issue and 
Edge i5 perfectly prepared to ignore the 


ELLER 


occasional glitch. Slightly more significant % ait Құн Ше 5 NM n Y "^ 
i 


AI 


аге the inconsistencies іп pace and WM М y best.score 


= — eee 


momentum — for one, the riders spin too gm AN Л 


fast which can often make things look MM E 
unnecessarily frenzied — while the camera со M B 0 x 2. 9 
feels too Close to the action lalthough 
admittedly this doesn't seem as pronounced 
after abiit play) 

i far the biggest culprit, and one that no 


BMX t etie has yet vanquished, is the contro 





system. Edge realises that translating bike 


: a namie task th 
) «а 58 "LOS PNE LEES Е 


The camera is manipulated with the right 
analogue stick and can be locked in place by 
pressing R3. It does feel overly close to the 
action at first but you eventually get used to it 


Skateboarding mechanics but this is still а 


ong way behind the Hawk games in terms of 


ы іне» H cehi free me ark ғ pm; oe S 4 
HUKAY. A SU TGSS OVE CILITISY and cari 


occasionally prove frustrating. 

As with previous bike titles, persevere 
and eventually you get some reward 
However, the overall lack of finesse is 
beginning to grate. Perhaps the next 
nstalments from Acclaim and Activision J xz 


Par 
can remedy matters, JE 1 


- | As ever, expect amateur, semi-pro and pro challenges to open up in succession and access to other levels 
Edge rating: Six out of ten is achieved via their completion. In addition, the multiplayer modes are fun and there's also a level editor 
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Fonte РС Fleer: Take 2 Cevoloper- Illusion Softworks Pree £95 Aass Out now Pre ; n ЕЖ 
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arge in the shared public imaginatio 

‘Ou have to wonder at the wisdom of a 


shear — and labels apart, it /5 Іле same 
leasing two games dealing with 
the machinations of urban organised спгпе, 
and dealing with it in what seems, on a 
superficial level at least, to be an extremaly 


similar manner. With Grand Theft Auto Il! still 


First, its a PC lead game, and with the 
botched conversion in technical terms 
tramerate proDiems abound on some 
computers, taking the nalo of the genuine 
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the most fanatica 
Second, at its core it's not really ! 
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similar to ТАЛ, While the moderately 


branched narrative process was the dnving 





force throughout, it was really а systernati 





While the driving elements take up the 
most time, they are unsatisfactory compared 
to the more action-influenced sections 


game reliant on a standardised rulesaet in a 


general, open playfield, in Iove with the 


possibilities of emergence. Mafia, while 


featuring a living city, is a game far more 


about the scripting of individual encounters, 


The dmirna about tha city is a minor element 


ыў | 


compared to the importance of the individual 


battles centred in areas constructed specially 





e mission. Due to the more realistic 
dming system = and panod-appropnate Cars 
many with limited pertormance = players wil 
hind themselves less REY TO recreate tne 
ПО DNIDeIDOUC aurormi)ones cras Гит 
history and more likely to mirmor-signa 

mma manoeuvre and keep to the speed limit 

Garage rock Ultimately, this leads to a deeply episodic 
—— 0 — leS TO! Ie game prope Jn the positive s 
Mafia's approach to car theft is more Be nse) area un hore uce (ға 
sedate and structured than the grab-a-car- 28 iue е = is - i ses л z = x ; : 2. à F- 
алу-саг approach that distinguished pebble TF ры iene 
Rockstar's evil child. To steal a car you presented with next. On the negative neo 
have to know how to opens its lock, ine individual Sections is as developed a 


which is taught by a stuttering mechanic 
аз YOU progress through the game. Upon 
stealing one, it's placed in а garage and 
made available for future missions. Car 
fanatics will be especially fond of 


Edge would have hoped. Despite this, Mafia 


ER е тің UE SNR Братан же 
expanse for worthiness == 








wandering beside row-upon-reow al While the scenery itself can often appear somewhat flat, the actual car models have been lovingly z — 
glistening chromed beasts. rendered (left). The airport level is one of the more expansive set-pleces in the game (right) rage rang ex out OF Ter 


Conflict: Desert Storm 


‘Format: Xbox [reviewed), PC, PS2 Publisher SOI Developer: Pivotal Games Frcs £65 Béease: Out now 


W ord War || titles often seem 
preoccupied with recreating set-pieces 


of gory, eviscerating, ont-spattered glory at 
ihe expense of freedom. Conflict: Desert 
Storm however, a game based on the 
opening acts of the Gulf War, seeks to inject 
some of the more thoughtful elements of 
combat usually associated with the "Terronsm 
101' courses offered by Tom Clancy titles 

And for the most part it succeeds in 
providing the player with a palatable mix of 
tactics and gunplay. It's military kindergarten 
Slum, providing a thorough grounding in the 
basics: covering angles, assessing and 
ыга strengths of your team m synerngy - 
don t aim jor the head wnen using an 
automatic rifle, level your sights on the midriff, 
and let the kickback trace a series of bloody 
buttonholes up the chest; certain weapons 
can only be used while stationary, and so on. 
And that's how deep the strategy runs. 
Beyond this, it could aimost be Ded as а 
third/firstperson shooter where the opposition 
rarely comes within point blank proximity. 
Anyone cormfortabia witn the thesis of pie- 
mission briefings, blueprints and documents 
that titles such as Ghost Recon involve may 
Тегі patronised by the lack of rigour. 

During segments of certain missions, a 
stream of enemies will constantiy Spawn unti 
you pass an invisible waypoint, which is a 
good indicator of how basic and accessible 
the level of action the game tries to engender, 
especially during later missions. Your main 
fask |5 gaining the ground, edging your 
squad forward one-by-one, while still offering 
each other adequate protection. Completing 
mission Objectives is a tality, as thay centre 
on eliminating а cache of enemy forces, or 
infiltrating aioccupied zone. 

Тһе most jarring part of the ехрепепое 
isn't how economical with reality the 
developer has been in terms of setting, but 
the typically disabled behaviour of the enemy 
soldiers, who come across as blind and deaf 
lo whatever rowdy warfare is going on just 
around the comer from them. This is the 
maior ruination ol the coherence of the 
expenence, not the primitive visuals or the 
lack of military fetishism. 

The squad's Al, though unsophisticated, 
works solidly, And next to the idiot-savant 
behaviour of most videogame team mates, 
i5 a virtue. Desert Storm is a successtul, if 
rudimentary, blend of considerate a 


Immanoeuvres and auto-amTarxg actuorn — 


Edge rating: Seven out of ten 
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issuing commands is simple, requiring single button presses іп conjunction with the left tigger. Next to 
its PC brethren Conflict may feel too much like a Fisher Price combat sim but that's presumably the point 
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You һауе two save games per mission, which 
makes for a pleasing balance between cutthroat 
checkpoints and tension-free quick saving. Up 
to three other players can join up at any time 


Your squad is composed of four members, 
each with а specialised inventory — scout, 
sniper, heavy Weapons and explosives. It's 
not until they've got some significant 
combat experience under their belt utiising 
their respective favourite weapons that 
you'll notice differences in skill. The sniper, 
for example, draws his target with 
practised speed and precision after several 
missions and promotions. If you lose à 
colleague in combat - although you've 
three minutes to rescue them with a medkit 
once they fail in battle — they'll be replaced 
in the next mission by a nascent rookie 





Handling feels awkward and the target-tracking 
system isn't what it should be. Crucial flaws for 
a game that has to rely heavily on such elaments 


Making the grade 


As with any self-respecting arcade shooter, 
progress through each of Murakumo's 
levels is rewarded with a grade, with 'SS' 
representing the optimum performance. In 
the interest of presenting a comprehensive 
and fair review, Edge would dearly love to 
reveal the lower end of the scale, but 
apparently it's a feat in itself to complete 
any mission with anything less than an 'A 
ranking. Certainly, Edge didn't manage to 
do во, despite sustained and involved play. 
Not necessarily a major flaw, but it does 
rather pose the question; why bother with a 
ranking system in the first place? 


098 


Forma: Xbox  Puprner From Software — Developer 


In-hauso 


While everything shown pre-release pointed to an experience capable of taking on the Armored Core 
series, the reality is somewhat less exciting. There's some fun to be had but it's short-lived, average stuff 


Pree: Ұб,800 (E37) 


Fund = 
rice ұлы 


Out now (Japan), TBC (UK) 


rom Software was undoubtedly high on 

Microsoft's ideal list of potential Japanese 
Xbox publishers. As Edge goes to press, its 
too early to tell whether Murakumo can 
match the Armored Core series in shifting 
massive numbers of consoles, but if 
Microsoft was b anking on a game thats quite 
so distinguished, there are a one Or 
two disappointed taces іп Redmond. Unlike 
the Amnored Core senes, which is 
characterised бу a fine blend of considered 
Strategy and thirdperson action, Murakurno is 


an outright arcade shoot 'em up. And though 


e 


= al ime production values of the 


Е "S 
Armored Gore games — avisn moves 





I - it's just not as satistying 
іп many ways, the game's like an old 
kool 2D shooter writ large for the 3D era; tne 
oil momentum is unceasing, the 
pyrotechnics аге exquisite, and tne routes о! 


ack waves can бе learned by rote to make 


progression а Mile bit easier. Choosing one ol 
iam A ES к, =" an ot не! сызса алт Treat АЛТ 
WE FI tcs LIA FR ЖНЫ), EIL МЛ СЕР LUN 
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players must navigate 17 basic missions 
before unlocking a handful of expert levels 
Тһе structure is the same throughout; [JLI SL 
a speeding opponent and take them out 

Although the game is visually impressive, 
and does contain its share of visceral thnlis, 
there are too many flaws for it to live up to th 
adrenaiine-burst gameplay of its ы 
predecessors. The target-tracking system 
doesnt quite work for example, E the 

unceasing forward movement causes 

problems if you hit an obstacle. Egually 
significant is the clunky handling — which is 
surprising given the TTC chase 
mamic that runs throughout the game, but 
also incredibly "Кайа 

And it's also surprisingly short-lived. Whik 
this isn't necessarily a shortcoming, the vast 
majority of the game is just incredibly easy - 
most levels wil be completed on the first 
attempt — but a handful of levels are 
exceedinaly frustrating. Without these levels 
the whole thing would be over in a couple of 

hours, but by forong players to repeat sever: 

&vels over and over again, the developer has 
managed to streich out the expenence to 
three or Tour times that. So not only is it shon 
it also feels stretched out. Indeed, while there 


are several mechs to try out, theres not 


enough satisfachon to be gained to meni 


COMMING me game wih СП = мс ? 
тё Би XI UNS LESTIE zx. | Ls i d 
Тт 
s evidence of an average experience. “LE 
u o 
ұсағы тақтан Five out of 
mS | Fein ] LJ te 


Hiding Spirits 


Format: PlayStation? Publisher. Bam! Entertainment Developer Spike Price: £40 


iding Spints announces its passion for biking from 
R the offset much in the same way every Gran 
Turismo titie declares its love for automobiles. This Is 
particularly appropriate given that the game has often 
been described as the GT of the bike world. And In 
terms of content (ihe stage is snared by commercial 
and pro circuit bikes), attention to detail and structure 
the comparison is valid. However, it's also a far less 
forgiving, and so less accessible, environment = the 
handling is more than capable of alienating ай but the 
most dedicated bikehead. ‘Yet it’s worth persevering as 
Riding Spints can be as rewarding as it is demanding, 
Less satistying though, is the mediocre intelligence 
of the opposition, the angular visuals, some odd 
collision detection and, most crucially, the lack of 
independent front/rear braking (one of MotoGP: ИЯТ 
master strokes) which forces a level of nding precision 
many will find overly capricious, Then again as in 
Climax's excellent racer the option to control the rider 
independently from the bike helps matters significantly. 
hiding Spirits gets much more right than it gets 
wrong. But you need to be prepared to put in em 
the track time to fully appreciate its qualities. PES. 


Release: Out now 
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There's a comprehensive selection of bikes, 
a good sense of speed and on some 
courses the changes in elevation are 
wonderfully conveyed. The way the auto 
gearbox can be overriden at any point is a 
great touch. In-game it's a little difficult to 
distinguish your bike engine from that of the 
competition's. A hard game but worth the 
effort. Owners of widescreen televisions 





Edge rating: Seven out of ten i SE uk ا‎ B should appreciate the game's 16:9 mode 


(3io Gio's Bizarre Adventure 


Format: PlayStation? Publisher: Capcom Developer In-house Frios: V6,800 (E37) Rabasa: Dut now (Japan), ТЕС (UK) 











Fans will be delighted at the way plenty of 
new characters are introduced, and cut- 
scenes remain remarkably faithful ta the 
game's manga inspiration. But the lack of a 
multiplayer mode, and the contrived set- 
piece nature of many of the levels conspire 
to undermine the utter magnificence of the 
characterisation and cel-shaded aesthetic 


espite the large number of sophisticated and 

complex beat ‘eam ups there's still a fairly 
uncicnitied minority that сап be completed by the 
repeated use of just a single button: The last one Edge 
reviewed was Kabuki Wamiors (1/10, E107). Strictly 
speaking, Gio Gio 8 Bizarre Adventure isn't just а beal 
'em up, so a similarly monodynamic outlook isn't quite 
so detrimental, but hopefully you get the point. 

I's a shame, though, that while Capcom has clearly 
put considerable effort into producing a videogame 
conversion that does justice to the vibrant aesthetic and 
tortuously complicated politics of the original manga 
series, this isn't matched by a similar attention to the 
mechanics of play, Gio Gio s is evidently a labour of 
love, rewarding fans of the manga with a remarkable 
degree of authenticity, and a host of level secrets that 
require knowledge of intricate plot details. 

But while the lame 3D beat ‘em up at the heart of 
the game is elevated by design inspired by traditional 
boss encounters, some briliant ideas are let down by 
inadequate execution апа an obtuscatory camera. On 
top of which, it's also fairly short, despite r] 
additional modes and plenty of extras to unlock. 122 


Edge rating: Four out of ten 
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Need for Speed: Hot Pursuit 


Format: PS2 (version tested), Xbox, GC, PC — Publisher: EA Developer Black Box (PS2 version) Price’ Е40 Нева: October 25 Previbusly in E114 


he first NIS title Edge has bothered to play 
T extensively since the original 3DO version, Hot 
Pursuit 2 again continues the senes' love affair with 
automotive erotica. Ferrari, Lamborghini and McLaren, 
among others, offer examples from their aspirabonal 
range, tnough precictabry you have to work a іше 
before you can get your feet on that particular selection 
of drilled pedals. The variety of game modes, however, 
ensures this doesn't feel like a chore (furthermore, ай 


тонын ы 
Tus events reward vou with new cars and tracks so there's 
no reason why you should feel under pressure to stick 
to one particular mode). And the handling, though 
Cleany masgrmarket friendly, is perfectly adequate 

On the track, course design may not reveal itself as 
exemplary but if does encourage x button abuse, muct 
to the delight of the local police force. Officers do 
anything to stop you (and your fallow compebtors 
resulting in occasional moments of exhiarabon. Like 
your CPU opponents, they seem more intelligent than 
in recent М5 games, though а certain amount of 
artificiality is still evident 

Expect a reasonable amount of fun, then. ba 
But this is stil not as good as the 1994 original DER 






One of the game's more interesting 
elements is the ability to defect over to the 
law-enforcing side and chase racers around 
the tracks. In twoplayer mode this can be 
particularly rewarding. А good sense of 
speed and EA's usual high standard of 
presentation complete the experience 


Edge rating: Six out of ter 


Eggo Mania 


Formal GBA (version tested), GC, PS2, Xbox Publisher Big Ben interactive OGevelope HotGen Studios Pree £30 — Release Qut now 


——pÓ——————————— )—— ee eee SSS... 





uzzie датев can usually be judged on the 
P number of buttons they ask the player to use 
alone. D-pad aside, all the greats, Tetris, Puyo Puyo, 
Mr Driller only require one. Eggo Mania requires three 
anc the rather fiddly control scheme prevents the 
game from beng as ‘pure as its brethren 

The premise (5 simple enough, buid a wall faster 
than the rival at the other sade of the divide. Bricks fall 
downwards and you must move Eggo (or one of his 
chums) to catch ir and then press a button to siam it 
down into place. Inspired by Tetris, solid wall-Dulding 
ls rewarded with higher point-scoring and stable 
foundations (the wall is likehy to crumbie if too many 
gaps are left), Bricks can also be rotated апа 
discarded should the player wish 

There are plenty of power-ups and weapons, 
such as lightning bolts and bombs to throw over at 


your friend or CPU opponent, yet even with novel Backgrounds are vibrant and colourful but 


have no impact on gameplay. Creatures, 
such as parrots, will swoop down to steal 
the pieces your character is holding. This 
becomes mildly irritating after a while 


extras such as Survival and Bomb modes, Eggo 

Maria is just sagntly too elaborate for its own good 

Fun for а few days, unfortunately, ooo Mane 

doesn't have either the compulsive qualities of e 





Tetris or the cerebral challenge of Puyo Fuyo Г - 
Edge rating; Hive out of ten 


100 АМЕ 


The making of... 


EverQuest 


The largest firstperson virtual universe ever created, 
EverQuest has over 100 million square feet of virtual 
real estate, in which more than 400,000 players make 
a living in the 27th strongest economy in the world... 
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the making of... 


twas a wedding that first blew them 

away. They watched characters 

exchange rings and vows, in a world 
they had made, and it was nothing they 
could һауе predicted. "There was a GM," 
remembers John Smedley, the original 
producer of EverQuest, “me, Brad 
McQuaid... and we saw a wedding іп the 
дате, It was awesome.” 

There had been online worlds before. 

The Multi-User Dungeons common on 
BOs university campuses were a big 
inspiration to the project team, and 
Ultima Online went beta eight months into 
the EverQuest development phase; but 
EC) was the first to hit upon that elusive 
alcherny that turns a game into media 
gold. The first massively-multiplayer 
огйпе role-playing game (MMORPG) to 
offer a firstperson perspective, EverQuest 
was also by far the largest. 'Norrath', as 





103 > 


The graphics іп EQ аге not afraid to cater to the more lurid tastes of fantasy fan-dom. Newly 
created wood-elves are particularly naked, a fact which has lead to the nickname ‘EverChest’ 





Steve Clover, co-creator and lead programer, 


christened the EQ universe, now stands at 
millions of square feet of virtual real estate, with 
an Ebay exchange rate of 75 platinum pieces to 
the US dollar, and, according to one economist, 
a per-capita GNP of $2,266 — greater than that 
of China. At the start of development, though, 
the project team had no idea their creation was 
to become such a phenomenon. 

Clover and McQuaid had been working as 
database programmers, developing a 
singleplayer RPG together in their spare time. 
The few offers they had Tell through, so they 
posted the дето on the Internet. John Smedley 
saw the demo, and offered them a job. “As 
much as we loved database programming," 
says Clover, “we jumped at the chance,” 

As Bill Trost, senior game designer, 
remembers, the team's saving grace was that 
they had no idea what they were letting 
themselves in for. “When | joined the project, EQ 
was just an idea. They wanted to create a 
graphical MUD, and had some idea about how it 
would look, but not many specifics. We had lofty 
goals but we were lucky: we were too young 
and too new to realise how dificult it would be." 

Steve Clover created the original map of 
Norrath, inventing the city names ~ including the 
branded capital, Qeynos (SonyEO spelt 
backwards) and, with Brad McQuiad, wrote the 
main design document. They sketched three 
continents, accessible by boat, where players 
could fight, loot, barter and even learn a trade. 
"No one had ever made zones of that scale in a 
3D game before," says Scott McDaniel, EQ's 
art director. "We didn't know what the impact of 
open geometry or 10,000 in-frustum polygons 
would be. The programming and art teams got 
together, and through sheer trial and error we 


banged out a system that was robust enough to 
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take dozens of players in a zone, but still allowed 


the freedom to create very different landscapes." 

Their offices in San Diego (Clover still brags 
that he can "go surfing and skiing in the same 
day without driving too far.") were the perfect 
muse for Norrath's varied terrain. And the 
eventual population explosion that made the 
EverQuest phenomenon unique was Mirrored in 
the early days too, by the way their staff quickly 
ballooned within their small office. “Earty оп,” 
McDaniel remembers, “there were maybe 14 
people attached to the project. All seven of the 
artists shared one cube in the old SCEA 


building. It was... a bonding experience." 


Smooth development 
Smeciey remembers the whole development 
process as long, but “amazingly smooth." He 
believes EverQuest was closer to the onginal 
design document than any other game he's 
seen. The development process was further 
eased by their decision to keep the NPC AJ as 
simple as possible. "With a massively multiplayer 
game," says Clover, “you need to be able to 
handle Al for hundreds of entibes at once, so we 
needed as many shortcuts as possible - much 

тоге so than a singleplayer game, which can 
get away with just processing A) for entities that 
are close to the player." 

EverQuest's development was orginally 

slated for a year, but at the end of that period 
all the team had was a working demo, Yet 
all the elements that made the game (dubbed 
'EverCrack' for its addictive qualities) so 
compulsive, were already in place. "The first time 
we showed EO at ЕЗ,” Clover remembers, “we 
had some computers hooked up ta our server, 
which allowed the public to sit down and play for 
a few minutes — and we had a really hard time 


getting people to stop playing. We saw more 
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than a few people spend the better part of the 


day at our booth, That was when we started to 
see we might have a hit on our hands 

Once they knew the game was going to be 
fun, the biggest anxieties were about the 
hardware. Each of the 40 ЕО worlds now takes 
over 20 high-end dual-processor machines to 
run. “Тһе server architecture is modular,” says 
McQuaid, “with zones running on multiple 
machines. So as we expand the world, we just 
add more ‘zone servers." The client-side 
technology was more of a worry. “This was bach 
when we were developing a software renderer, 
and using Pentium 133s to develop the client. 
We were worried about framerate. What might 
happen if a bunch of players appeared onscreer 
at once? But we couldn't stop an army of 
players from assembling; nor did we really want 
to. So we designed the game for a maximum 
group size of six, made some character 
optimisations — for example, dynamic level of 
detail on character models — and hoped for the 
best. It turns out that we can display many more 
players than we'd ever have hoped." 

As Clover remembers, "One of the biggest 
decisions was whether we should support 
software rendering, or go hardware only. To put 
things Іп perspective, there were absolutely no 
3D video cards available at the time, but this 


company called 3dfx came down to talk to us 


about the card they were working on, the 
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remembers McDaniel. "She took a painter 


approacn to the game ала Nad the character 
designer entrate on tried and true beasties 
ІСІ Ine Cavers to interact wil. OES rag n 
faines, etc. When Rosie left we began 


ntroducing our own designs for monsters. Now 
we have a huge library of creatures that people 


are familiar with as well as things they have 


never sean before 
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had zonas that averaged 8,000 by B,000 feet 
Five years and hundreds of millons of dollars 


worth of revenue later, a team of 43 developers 





supported by over 100 customer service staff 
Swine lS AT ІШТЕ 
job. The е than twice the 
size it was at launch. At peak times, the EC) 
servers exceed 150 per second of МҮСІН 





subscribers now too 430,000. "You're in our 


world now, is the game's tag-line, and they 
mean it. "None of our games i5 about playing fo 
an hour and being done," says McDarvel. The 
average uptime is over 20 hours per week 


Discovery channel 


P us. -— a Г 1 4H РЕ sn. А 
cL 5 {| ЕН ИГУ ЛИГИ HB irse Dneope h Jem YE 
ا‎ E 1 Тү ean] t л р LJ cw 

“4 1. т Р 





= m 4x — "Р | ' y=, m; - = 

=7 FHF 1 ыл = 
aiScoOverad cdi Т” 
more з р ih] ІҢ tread ы se р Р. 

еге 5 certam Stull сі Ез М = 
cone Нені Gua Con seed furem Hees А 
m F “ 1 Міль саласы T ғ 
FRAI SE T ы 1 as ie - = TT "ч: сн жа 
I LAM y dT Ca. Ші wg ЧЕ m 





isis." Edge can, though, exclusively reveal a 


couple of features for those hardened EC 





players desperate for ап advantage. That Hen 
Stai of Ho you've heard hushed rum = 
about? Well, according to a secret "e 
ataf Т P 3f ESS ine DOWE Pe! T 
pu TE e йр re EI a 3 j A, sur IT 
it. Where is it? Well, 5 Keeping sntum 
although here's a clue: its not the Plane of 
Water. (Oh, and the Orb of Eternal Shadow 
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game's extensive and sometimes repetitive 
^COmbat system nas been nicknamed “the EG 


treadmill," and every time changes to spell and 
tem stats shift (he balance of the game, а 


outen goes up across a hundred bi 
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And while some of the criticisms take the form 





to continue to interact with their player base and 
to listen." Trost thinks the expx e can only 

дей better. “Тһе more people play these types of 
james, the more vanety we will see in the types 


пег. | really aleve that the 





varieby and quality of content offered in 
MMORPGs will soon rival that currently being 


offered on cable TV. | think Sony Onlin 
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RESET 


Where yesterday's gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 





Issue 51, November 1997 


1, Fin Fin, half dolphin, half 
bird, all "totally useless 
exercise in artificial life" 

2. Death Tank, free with 
saturn Duke Nukem 3. 
Skullo and Ken pick up 
chicks at JAMMA 4. The 
super Furry Animals play it 
cool in Асша Soccer 5. Final 
Fantasy VII. "bursting with 
outrageous effects" 5. The 
layout for Edge's ode to the 
Saturn, featuring a huge 
upside-down pentagram 


There's a fine line between PR and desperation 
"Many gamers still maintain that Sega Rally is the best 
game ever," said Sega's UK marketing director, "Well 
not dispute that!" Well, you wouldn't, particularly in ar 
Edge article looking at its hardware's increasingly niche 
status. The pentagram-branded article was called "The 
Cult of Saturn’, presumably alluding to the devotion of 
the Sega hardcore, but prompting thoughts of a 
diminishing encampment of devotees all holding hands, 
drinking Sonic-branded Kool-aid, and waiting for that 
Dural comet to take them to a better place. 


DID THEY REALLY SAY THAT? 


"Sega was number one in the market with the Mega Drive, and itwill be 
agaln in the future — there is na doubt about that" = Jo Bladen. Sega 


МЕ marketing director, on the Баште prospects 


DID EDGE REALLY SAY THAT? 


"Who'd buy Shergar s atfipring, which might nave been mothered by 
any 08d nag, when the stud itself could be purchased?" Edge discusses 
the ethics of selective breeding іп Cyberliie's Creatures 


TESTSCREENS (AND RATINGS 
Final Fantasy VI! (FS, B40); Castimama- Symphony of me Night (PS. 
BHO; Rapid Hacer (PS, БРО: Haran | (PC, ЕЛІН: G-Police (PS. BI 
Dark Reign (РО, 210); Shadow Warner [PC E TUE Notker Sinke [PS 
B10}; Rockman Жа (PS, ЕЛІ; Dukes Nukem (atur, 610) 


The industry's favourites trom yesteryear This month, Nigel Collier, 
development director at Lost Boys Games, remembers using the force 








Licensed games are destroying the industry? "Pah," says Nigel Collier, Star Wars is "the game." 


Buming Rangers proved a litte more uplifting for 
the faithtul, but the testscreen section was dominated 
by PlayStation games. FFVII's western appearance 
impressed Edge with its scale, and gamers curious 
about Castlevania: Symphony of the Night were told 
they'd “relish its classical sensibilities.” PC games also 
did well: Hexen Mand Dark Reign received B/10 reviews, 
while the Satum's only representative was a port of 
Duke Nukem 3D. Still, it wasn't bad: "А near essential 


purchase." enthused Edge. Well, that's it. With ER 
Hh nri then E Тал ткені жі Кш. КЗ (i 
that and „ёа hay how could the Satum tal Жын ай 


А long time ago in a galaxy far, far away... | 
used to play a game. The game, When | sat down to 
write this, all my favourites flashed through my mind: 
Elite (C64), 1942 (Arcade), Leader Board (C64), Tetris 
(GB), X-Men (Arcade) and Paradroid (C64). However, 
one game provided the ultimate gaming experience 
for its time. It had stunning 3D vector graphics, great 
gameplay, total immersion, a great story, а 
soundtrack that sent adrenaline coursing through 
your body, surround sound audio, speech samples 
from the film, a wonderful controller and to cap it 
all... you had to climb inside a huge cockpit to fly an 
X-wing fighter. All this for only ten pence and nearly 
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20 years ago too. That's 20 years ago. As a young | 
boy, there was only one game for me. Star Wars. 

. The money went in. The game started. | was no 
in the ‘Star Wars’ universe, literally, surrounded by 
screaming T.LE Fighters as they moved into attack 
formations, | took out both the T.I.E Fighters and the 


shots to protect my shields. Then Darth Vader's 


fighter appeared. How cool. | got to take out the big 
man. After knocking out the tower tops and flying 
through the trenches, | launched a proton torpedo 
down the exhaust port and blew up the Death Star. 
That was a game. As a boy, | felt like the £z 
force was with те when | played Star Wars. 8 
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FAQ 


David Braben 


ness you're a new videogamer, Braben 
should need по introduction. Okay, then. 


His studio is currently working on three 
multiplatform titles. And he's responsible for Fite, 


What was the first videogame you played? 
The original Space Invaders in a cabinet in a pub. 
| remember there was a queue of perhaps 20 
people walting to play this strange fruit machine- 
style thing. It looked fun and | was surprised 
there was no sort of pay-out. | suppose that 

was my initial expectation as it was in a fruit 
machine-style cabinet. It was quite a short go, 
but strangely compelling. 


What was the first computer/games machine 
you owned? 

An Acom Atom. At the time the Atari console 
was very popular, but my fascination even then 
was not with playing the games but with how 
they were made, and you couldn'! program the 
Atari console. | remember the Sinclair ZX80 was 
advertised in several magazines, but when | saw 
one, it looked so cheap and nasty I thought il 
wouldn't last five minutes 


What was the first thing you ever created for a 
computer or console? 

| typed in a few programs from the programming 
guide that came with tha Atom: ‘Atomic Theory 
and Practice’ by David Johnson-Davies and 
learned a great deal by heavily modifying them. 
In those days (сив sound of Hovis music, sepia 
tones, etc) books were not ashamed to start 
teaching assembler programming by about page 
50 - that's how It felt, anyway = and it was а 
great way to learn. 


What's your favourite game ever, and why? 
Defender — the arcade version. It had that elusive 
"eel" and it was satisfying to play. | think there is 
an element of nostalgia to me, too. 


What was the last game you played and what 
did you think of it? 

| dip into lots of games. Perhaps the last game | 
really enjoyed was Halo - some of the sneak 
around sections with the sniper rifle worked very 
Well, but overall the game lacked the go- 
anywhere feel that was originally touted — it felt 
very railroaded. The last game | played for more 
than an hour or so was Luigi's Mansion. Although 
it was a fun idea at first | was quite disappointed 
by it; it felt repetitious, and too easy to put down. 


What game would you most like to have 
worked on? 

Defender. | had a chat a few years ago with 
Eugene Jarvis, who wrote the original Defender 
for Williams. The enthusiasm with which he 
described the bizarre experimentation process 
исеп to produce the sound effects for Defender 
was ап amazing throwback to the early days of 
paming - and the time where the programmer 
was expected to do pretty well everything. 


t new development in videogames would 
u most like to see? 
Genuine two-way speech. This unlocks a whole 
area of unexplored game design ideas. 


What disappoints you about the industry? 
һе ‘me too’ nature of the industry, and the risk- 
erse publishing strategies, This ands up with 
too many games feeling very similar 


“Some people might describe their games as art, but in my 
opinion this is a sign that such a game is lacking in other places” 


The first game | created from scratch was 
called Nuclear War. It was a twoplayer game — 
like two games of Missile Command side-by- 
side, except the incoming missiles were fired Dy 
the other guy, and the winner was the first to 
destroy all of the other guy's cities 


What was your first job in the industry, and 
what was the first thing you ever designed? 
My first ‘job’ | suppose, was in co-writing ЕНЕ, 
though this was unpaid up to the point the game 
was nearly finished, and we showed publishers. 

| had approached Acornsoft with the games | 
had already written, but their interest by this point 
had moved off the Acorn Atom, on to the just- 
released BBC Micro. 


Whose work do you most admire? 

Miyamoto, | think. He does very well in coming 
Lp with a consistent 'whole' game. | realise these 
days he is managing big teams, but he has 
managed to keep large projects to a consistent 
Msion, which can be a difficult thing to maintain. 


What current gaming platform are you most 
PS2. Because of its huge success, more ‘niche’ 
oat are starting to be developed, and | think 
his is a very positive thing. The machine itself is 
ften criticised as being the least capable of the 
rrent consoles, and though this is true to some 
tent, it still has unexplored potential (partly 


ecausa it is less straightforward to develop for). 
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Do you have any thoughts on mobile phone 
gaming? 

its a great idea, but currently it's a mess. Until a 
more unified system of getting the games, paying 
Тос the games and controlling the games on the 
keypad is in place, they will remain one-offs. In 
[1996 we were involved with a consortium of 
iphone manufacturers in trying to establish such 
alee Dut it went nowhere. 


ogames: Art or Entertainment? (Discuss) 
Both. Clearly. Most things (even half a cow) can 
be considered art — it just doesn't mean it's good 
art. Some people might describe their games as 
art, but in my opinion this |5 а sign that such a 
game is lacking in other places, Frankly, a game 
has to be artistically appealing in some way (even 
the less-is-more appeal of say, Vib Ribbon) to 
draw me in. | am wary if this ‘art’ is all there is - 
more often than not if a film is described as ‘arty’ 
then this is meant as a criticism, not as praise. 
| The ‘or’ in your question is the nub of the 
issue. If a game is not entertaining, than it is à 
failure. The art itself is part of that entertainment. 
‘So | think both have to apply. 





What pleases/disappoints you about the way 
videogames are discussed in both the 
specialist and mainstream press? 

Most magazines (other than Edge) have little if 
any, discussion of the reasoning behind why а 
Certain game was developed and why particular 
design choices were made - interviews with 
publishers, developers and so on. Those same 
mags often complain about the samey nature o! 
games and the dominance of sequels, in my 
experience, most people have strong opinions 
about which games have the best controls, 
puzzles, etc, so | think this is of wider interest, 
but would also start to draw attention more 
Itowards games that provide a fresh approach. 


С 7126: 
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Paul Ibbotson, E114. got me thinking. In 
fact that was the essence of his letter, Not enough 
games are designed today with the intention of 
giving the player a truly cerebral experience, I'm 
sure that many designers and programmers аге 
intelligent members of our world, so why isn't this 
more frequentiy reflected in their products? Many 
games have excellent central ideas, but the 
execution of those ideas then results in a fairly 
(mentally) unrewarding and plodding experience. 

One can't help but wonder whether this may 
have ramifications on another discussion that has 
been apoearing in Edge for the last couple of 
months, that of aging gamers no longer finding 
‘that special experiance", or ‘wow factor’ that they 
once did. Surely part of the reason for this is not 
simply that games are becoming less imaginative, 
but that we have matured and now expect more 
from a gaming experience. 

if games are to become a greater part of our 
forward in their design and execution to 
acknowledge a shifting user base. As a 32-year- 
old, | still enjoy a fair amount of shooting, dodging, 
puzzling, etc. But I'm no longer sure that's enough 
for my generation. As Paul implied, one is often the 
subject of derision and misunderstanding from 
one's peers who perceive games as a waste of 
time. Now let's imagine a future where instead of 
derision, one can saunter into work and at coffee, 
іп game X and your peers sil back, quietly 
hard X ts, because they are ай playing X, because 


+ they haven't yet crystallised the solution and they 


know that to have done so, you have had an 
inspired moment. 

The kind of games I'm talking about would not 
necessarily be aimed at the youth market. but 
instead at the increasing number of parents and 


‘career workers who earn a decent income, know 


most film plots inside out and prefer an interactive 
challenge in the evening, rather than vegetating 
while watching bana! soap operas. Give us a 





Communicate by post: 


Or email: 
edge@futurenet.co.uk 





challenge, make us think, mix in complex problems 
with adrenaline, education with adventure. Give us 
a reason to keep playing. 

Dr Barry Gibb 


It is a somewhat ironic and depressing reality that, 
generally speaking, publishers continue to ignore 
the audience that videogaming captivated іп its 
infancy, preferring instead to focus on newer 
lucrative market. Hopefully as developers mature, 
games will do so alongside (think Rez or ico) but 
these games will continue to be the exception – 
we're all likely to still be shooting, dodging and 
puzzling for some time to come. 


What makes the perfect games such as 
Mario 64 and Ocarina of Тепе? Simple, it is the 
pure fact that you feel as though you have total 
control, what you want to do happens. This is 
nothing to do with the controller or realism. In 
feit like an extension of your own hand so the 
gameplay was constricted by your own abilities 
and not by the tuming circle of your car or jet ski 
or how fast jt is. Or # the character is a fat 
bastard who has weight but the turning circle of 
a humpback whale. | 

If you ever player Starfighter 3000 on the Acorn 
you would see that what made it such a great 
dive-bombing a target with lasers and missile 
turrets firing at you with other fighters on your tail, 
pulling up at the last second (because you know 
lower and scraping mountains to get the fighters 
off your tail, Star-X is a poor attempt at a remake 
of this game. А direct port, similar to that of 
GBA Elite would have been much better. Elite 
another great game on the Acorn, note total 

| have never played it but i ат sure that Halo |в 
the same from reports that your weapon is an 
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extension of your own hand, this makes games far 
more enjoyable and gives a far longer lifespan - | 
still find myself booting up the Acom for a couple 
of hours of trashing intergalactic TV stations in 
Starfighter or trading narcotics in Elite. I'm only 16 
years, and very few modern games top the pure 
MA mis Бо go ahead, remember the 
rush. Get 120 stars for tha seventh time. Show 
Alec Trevelyan who's boss. Take a leisurely glide 
up to it then some of tha old ones certainly are. 
younger generations. don't let them miss out, 
they're still better than half your games. 
Andrew King 


| see that once again, videogames are the 
target of some focus group. blaming all the 
problems of fat, lazy children on our beloved 
with sports scientists and head teachers to try 
and lure children away from consoles and back to 
тоге traditional school playground activities ike 
skipping and tag. 

I'm not going to bore everyone with the “| have 
been playing videogames for 20 years and they 
never did me any harm" story but... well... | have 
been playing videogames for well ovar 20 years, 
more so now than when | was younger as | find 
pots of cash due to a good job. 

My point you ask? My point is simple, when | 
was at school, | was encouraged to play sports by 
my teachers and parents (volleyball and basketball 
in my case), | had a group of friends who would go 
out and ride our bikes or play football. When it 
rained, or when it was a dark night, we stayed in 
and played videogames. 

| am now 35, | ride a mountain bike regularily, | 
go running, | go to the gym, | own all the new 
consoles and spend a lot of time playing games. 
There is balance in my life, this is just the way ! 


"As a 32-year-old, | still enjoy a fair amount of shooting, 
dodging, puzzling, etc. But I’m no longer sure that's enough 
for my generation — one is often the subject of derision" 


was brought up, My parents never saw anything 
wrong with me playing videogames because | also 
played sport, read books and was generally a 
healthy child: 

As videogames get more and more blame for 
the ills of society | get more and more irate. Ош 
hobby, like any other regular activity, is not 
damaging in any way to an individuals health or 
social outlook when taken in moderation. If your 
child is obese and lazy, it's not because he plays 
videogames, it's because you, as parents, don't 
regulate the child's activities correctly or there isn't 
enough encouragement to play sports at school, or 
probably both. Therefore the child has been let 
down by parents or teachers. 

It seems that we live in a society where, if 
something goes wrong, we look for someone to 
blame, someone or something else other than 
ourselves. | am sorry but, the simple truth is that 
we, as a society, are to blame for making our kids 
lazy and obese not Sony, Nintendo or Microsoft. 
Marcus Waldock 


At the moment im skint. Having recently 
bought a GC and a handful of tities = including 
Luigi's Mansion and Pikmin, | was left a bit 
dissappointed when they were over so quickly. I'd 
heard they were short (though of excellent quality), 
50 | did try to rent them first from a maior video 

tore, only to dicover that these very rentable titles 
were among the few unavailable. | wonder if this s 
a deliberate policy from Nintendo? 

Anyway, a few days later | was in a games store 
when |.noticed a Dreamcast (second hand) for 
£36, less than any GC game: On impulse | bought 
it along with five or six games (pre-owned), all 
priced at under £7. In the three weeks that have 
followed, | have noticed that as many GAME and 
EB stores are doing away with the DC altogether, 
the prices for most used and new games have 
dropped still further (Power Stone for £1.99, Bass 
Fishing £2.99 = anyone’). | have been astonished 
at the quality of many of these titles, notably those 
from Capcom and Sega themselves. If anyone else 


Ben Hall argues that it's all over far too quickly for 
Luigi. Just as well the Dreamcasts still going cheap 
then, to offer gaming that's value for money 


out there (poor or otherwise), wants good quality, 
bargain bucket gaming, | suggest you act fast; 
before the DC becomes the reserve of the 
specialist land expensive) gaming culture. 

Ben Hall 


How many people read each copy of Edge"? 
Let's assume two-as a working guess. Lets 
assume your circulation is 100,000 (you can 
supply the real number). If everyone who reads 
Edge bought their own copy, that figure would 
be 200,000. So you have 100,000 lost sales 
and are losing £400,000 a month through 
‘readership piracy’. 

Why aren't you angry about this? Why aren't 
you trying to stop this huge monthly loss? Answer: 
because you have more sense, and you know 
perfectly well that you aren't really losing that 
amount of money, and that most of the people that 
read someone else's copy of Edge wouldn't buy 
their own copy алууғау. 

So why is the software industry allowed to 
get away with special pleading that software is a 
totally different case? The bottom line is the same: 
there are people who will buy the product for sure, 
and people who won't buy the product for sure. 
Whether реорів in the second group have access 
to iict copies actually makes little difference to 
their behaviour. And in the case of children, they 
can't spend money they dont have. There may 
exist a third group, who will accept pirate 
software if they can, and will Duy legitimate copies 
if they can't, but how large is this group really? 

Му suspicion is that it is not really all that 
economically significant. It really doesn t matter if 
i's computer games, music CDs, magazines or 
books — in all cases there are notional lost sales 
that really are notional. 

Copyright is copyright, and theft is theft, 
and I'm in favour of the first and against the 
second. But the claim that software piracy is 
losing the industry £3 billion is hogwash and 
shouldn't be entertained. 

Roger Musson 


The articles in E113 that dealt with the 
industry and its disheartening trend to cash in оп 
old licences was completely true and indeed 
backed up by games previewed in the issue. 
Developers seem ready to evoke even the oldest 
and most cherished spirits to create ‘new’ games 
[shinobi and Ninja Gaiden) in order to sell a few 
more copies by using a licence. 

There are massive similarities that can be drawn 
with film and the way Hollywood reels in the 
audience with sequels and remakes (‘Spider-Man 
and ‘Men in Black 2"). But as a scholar of film and 
а lover of videogames it's interesting to look at 
what else sells a fim to an audience, compare it to 
what sells a game and it's simple. Games sell 
themselves short and compensate with excessive 
use of licences. 

The situation when going to the cinema and 
working oul which film to see is derived from 
figuring out the factors, is it one of my preferred 
genres? Did | like the previous film(s) in the series? 
Do | like the studio that produced the film? Do I like 
tha actors/director/ producers? 

And it is the last factor that games seriously 
lack. The world of games has few real stars. The 
gamer has no frames of reference on which to 
judge a game worth buying other than the 
excessively strict idea of genre and the use of a 
licence. There are exceptions to this but Hideo 
Kojima and Peter Molyneux aren't quite as 
respected or as well known in the world of games 
as Tarantino is in film, After all, creating a game is 
an act of creation and every act of creation is its 
own form of art. In film the Auteur theory was 
created as film evolved and individual style became 
more relevant. Artists such as Hitchcock and 
Tarantino blurred the lines between genres, formed 
their own style, took credit for their creativity and 
became stars. 

It more developers exerted themselves as artists 
on to a game, thought in greater terms than the 
games genre and fitting the licence | believe we 
would be on the better road. Нег proved to me, 
with its brilliant styling, that there are artists out 


"Copyright is copyright, and theft is theft and I'm in favour 
of the first and against the second. But the claim that 
software piracy is losing the industry £3 billion is hogwash" 
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there but these people need faces and names. We 
need to know who they are so we can commend 
them and use them as reference when buying 
games. All we have at the moment are the 
corporate logos. Gaming is therefore comparable 
to being in the fiim industry of the 1930s, when 
studios dictated genre just as Capcom produca 
only arcade-feeling, action games. 

It's just Sad to say gaming looks to be going 
down the same road, rebirthing the old until the 
clichés wear thin and most of us lose hope. We 
need saviours from the insipid but if we continue to 
go down the same road as film it's going to have 
get a lot blander before things can get any better. 

A gaming renaissance as 1 speak? | hardly think 
so. This is the time of the cash-in because thay 
don't need artists to sell games. This is the gaming 
equivalent of those endless reams о? sama-styled 
Водап movies. Not bad, just not original, 

But don't worry, in a postmoderm treat our 
children will play a glorious personally styled game 
that defies genre and licence and shows an artist 
on true form. A game where Princess Peach has 
been kidnapped again but you don't have Io save 
her because Mario's finally realised to be 
kidnapped so often, she's one daft bint, 

Greg Carruthers 


Once again You spark my interest with 
controversy. A delightfully tabloid heading for the 
front cover, followed бу a one-sided and naive 
argument between the covers. Will licences and 
sequels kill videogames? | seriously doubt It, in 
fact thay are probably the key to expansion into a 
wider demographic. 

There seems to be a horrible misconcaption 
that 'big business' is crippling the creativity of the 
software entertainment industry. Clearly your 
publication believes fiim tie-ins and and sequels аге 
to blame. Rubbish, any licence can yield a good 
gaming experience, but mainly they don't. 

The largest publishers are businesses. First and 
formast their aim is to make а profit. This is not 
greed, it is capitalism. Software engineers and 


The Army Men licence: capable of opening up a 
new audience for videogames? Or a desperate 
ploy to fool customers into parting with their cash 


designers can go home safe in the knowledge that 
they are being paid. Simple. Why aren't all games 
‘good’. Well in an ideal world ай games would be 
fantastic, but then where would Edge be? All your 
scores would have to change so you only rated 
games 9.0 to 9.9. 

it also seems that innovation is hailed as a 
sacred cow. It's easy to list 20 games based on a 
movie that turned out to be poor, | think it's 
probably as easy to ist 20 games that were 
startling new ideas that turned out to play like old 
dung. | can't help mentioning Black & White In this 
category. Let's face it as far as numbers go it will 
always be a case that there are relatively few 
games that are great followed by the vast majority 
which are average and then a smaller number that 

Now the next sensationalist claim in your 
editorial. When peopie buy bad games they never 
Duy any more. Н seems incredibly short sighted for 
a member of the public to buy a console at the 
cost of £150+, buy one game for it and decide that 
it's all a write-off, That's what your publication 
would have us believe. Isn't that like saying | could 
buy а new stereo, hear a Spice Girls album on it 
and then pack it away forever? 

If 1 am a novice to the world of games how сіп 1 
know what is a bad game? Let me illustrate this 
point with a personal example. My mother-in-law 
loves the Tomb Raider games. She loves them so 
much in fact that she has bought all of them. Quite 
Clearly they got gradually worse, but she bought 
them anyway. She thinks they are 'good' games, 
and who are wa to tell her otherwise. She gets 
enjoyment out of them and she will continue to buy 
the brand name in future. She has no frame of 
reference for good and bad only that she likes 
Tomb Raider games. 

Tha fact is people love bad games whether 
Edge likes it or not. Success stories such as Myst 
and Алту Men tell you clearly that quality is not the 
be all and end ail of games. So how are the evil 
corporations making sure our favourite pastime is 
slowly being destroyed’? Simple, they are giving us 


the products we buy. Slapping on a licence, or 
making a series almost guarantees sales. 

People m general don't read reviews, their 
experience with games is limited by high prices 
and a bewildering choice, Staff in specialist 
game shops are not trained to give advice to 
customers. They are retail staff frst and game 
experts second. With no advice on which game to 
choose to make best use of your limited leisure 
tima it only seems right that you plump for the 
game of your favourite movie. 

It's so Simpie |! should make you cry, The 
people who buy games vote with their wallets, 
and the big publishers listen. And why should 
software be any different to the movies or music 
or comics or books, or newspapers. ‘Quality’ 
will never be in the majority because it simply 
doesn't sell. If there were stringent quality 
guidelines the world would be a much quieter 
piace. Your local GAME store would be half 
empty, and who would want to look around а 
shop like that? 

Finally how can the 'current' trend for licences 
and sequels help rather than hinder? (I'm sure | 
heard people moaning about this very subject 
when | was playing games on my Spectrum). Well 
the secret is expanding the market so people who 
don't play games want to play them in the future. 
Licensing could help here. Just imagine all your 
mothers going out to buy the new Sims gama, not 
because they suddenly realise games are not such 
a waste of time, but because it has the “Coronation 
Street’ licence. Or perhaps your grandfather might 
suddenly take interest in the new Delia Smith 
Kitchen management game. Licences are a 
genuine pathway to a wider market. The only crime 
| can see is the publishers thinking that the pie is a 
fixed size, and the only way to get bigger is to cut 
yourself a larger slice. 

Thank you for stiring such debate, As long 
as your magazine continues to force us into 
exercising the old grey matter | will continue to 
keep up my subscription. 

Justin Cook 





"Imagine all your mothers buying the new Sims game, not 
because they suddenly realise games are not such a waste 
of time, but because it has the 'Coronation Street' licence" 
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Where next for Dance Dance Revolution? asks | 
Pungee, while DevilHeart Storygun suggests а 
multiplayer direction for shooters such as Ikaruga 





| From the forum 


А selection of choice cuts from Edge-Online's discussion outlet (http://forum.edge-online.com) 
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“Ра like to see DDR attach a couple of lightguns to the 
arcade, and then have you dance and shoot your way 
through an action musical set to the theme of a revolution" 
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